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-- License -- 


You are granted a non-exclusive License to Use the Gtuner software for any purposes for an unlimited period 
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is not paid for the use of Gtuner software, it does not mean that there are no conditions for using Gtuner software, 


as specified in END-USER LICENSE AGREEMENT. 





Usage Overview 















<BOx BSO PLAYSTATION 
TV 
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windows 
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Partial Crossover Support 


Titan One Exclusive rasa 
controller is 
Enabling this option will need for 


' 
*The Dualshock 4 controller *The Xbox One controller € 
and a micro-US8 cable is and a micro-US8 cable is 


force Titan One to auto- 
reconnect on PS4 every 10 
minutes, resetting the PS4 
authentication timeout. 
The reconnection 
procedure takes less than 
one second 


authentication 


Foo moo 
CRPFRrGEILITIES TO 
YOUR COMTROLLER 


Battlefield Hardline Gamepack 
CoD Advanced Warfare Gamepack 
Halo 5 Gamepack 

Destiny Gamepack 

Far Cry 4 Gamepack 

and more... 





Play with Keyboard and Mouse 





















naex<RImM O| PLUGIN 





Ready to go, do not need add additional chips or 
wires to the controller hardware. 


<8eox 3Sseo 
WIRELESS 





SLUGS TTOoOTT+ 





*The Play&Charge cable is for 
recharging only and does not 
transmit any data over the 
wire. 








OFFICIAL WiREO 
COMnTROLL=ERS 


and most third-party wired controllers, 
check the full list in our website 


LIMTRTIOns 


- Need DS4 controller and a micro-US8 cable to authenticate on Playstation 4 System 
Need Xbox One controller and a micro-USB cable to authenticate on Xbox One Systern. 
- Need a wired XBox 360 controller to authenticate on XBox 360 System. 
The wired headset for XBox360, 0S4 and Xbox One Controller are not supported 


- The Chatpad for XBox360 Controller are not supported 





Compatible Devices 


Only genuine devices are compatible with Gtuner software and its components (GPC Scripts, Plugins, 
GamePacks, API and etc). Check if your device is genuine and Gtuner licensed at http://www.consoletuner.com/ 
verify/. 











_DeviceName = ID __ In Production Details 
a ae finan sate Pere en a ee ent pegs 
Titan One 2508:0003 YES generation (2014 ~ 2015). 

‘Scant Pace 2508:0002 NO Designed for the last console 

u -2508:0001 generation (2012). 
GamepadProxy  §2508:0001 NO The original device (2011). 


Titan One Exclusive Features 


ww) Some features are exclusive of Titan One device and will be highlighted in this 


manual with the Titan One logo. 


ATTENTION: Devices with ID 2508:0001 and 2508:0002 are no longer being produced. Devices with ID 
2008:0001 are unauthorized and unlawful copies. If you bought a device after May 2014 click here to check the 
serial number and make sure it is an original device and not a clone. In the case you received a fake device we 
strongly recommend return it, ask for refund and contact us informing the serial number. 





Device Guide 





The Titan One device is capable to understand many formats of protocols found in game controllers. In its core 
there is a protocol converter that accepts messages in any compatible input protocol, interprets them, and delivers 
the same message in one of the supported output protocol format, which can be the same or a different format than 
the input protocol. The input and output protocol format are defined by the game controller and console in use. The 
messages conversion can occur in both directions: from game controller to the console, as well as from console to 
the game controller. The crossover feature of Titan One device provides a simple, transparent and straightforward 
way to use game controllers on systems that are not compliant with the device's protocol. 





Guide for Titan One firmware version 2.3x 


The messages contains data representing the current state of the game controller, such as buttons, sensors, 
LEDs, etc. These states are represented by numerical values that are usually not compatible between different 
protocols. Normalization means adjusting values on different scales to a notionally common scale, thus allowing 
underlying characteristics of different data sets to be compared. After normalization process all values are then 
represented in its percentage form, meaning the state of a button can vary from 0%, when it is not being pressed, 
up to 100% when it is fully pressed. Some entries, such of analog stick, can range from -100% to 100%, where 0% 
is the resting position. The normalization aims to make the values more intuitive and easy to read, and to facilitate 
the conversion between different protocols of game controllers. 


The Titan One virtual machine, called GVM, was design and build to run small programs, called G Bytecodes. 
The G Bytecodes are a sequence of binary data that represents a sequence of operations which the GVM should 
execute. This provides a programmable layer (the GVM), which defines a group of instructions designed especially 
to manipulate and/or change the normalized data. The data manipulation are defined by the G Bytecode that is being 
running in the GVM. The GVM is a stack machine, which means that most instructions take their operands from the 
stack memory, and place results back on the stack. Thus, the "add" instruction replaces the two top most elements 
of the stack memory with their sum. A few instructions take an immediate argument. The GVM is strongly typed, 
supporting only int type (signed 16 bits integer number) natively. More data types can be supported in the future. 


The GPC Scripting Language is a programming language whose the main purpose is to create (or generate) 
programs that can be executed into GVM. A GPC script is the source code which is interpreted by the GPC Compiler 
and converted to a G Bytecode. The GVM is based on a bytecode-compiled system; as such any GPC Script must 
be translated, by GPC Compiler, to an intermediate representation, known as bytecode, before it can be executed. 
It is possible create a program using only the base instructions of the GVM, i.e. its opcodes, but this is not intuitive 
and far from be productive. The GPC is a high-level programming language to abstracts most of complexities of 
programming the bytecode directly. 


The GPC compiler translates a complex high-level language (GPC Scripting Language) into a set instructions 
(G bytecode) that can be interpreted the GVM (virtual machine). The compiler uses a series of sequential stages 
to transform the input (GPC Script — the source code) into the bytecode. Each of these stages is decoupled from 
the rest of the process, expecting only a particular input form and sending its output to the next stage. As a result, 
the GPC compilation process is quite configurable. 


This guide describes the main aspects of the Titan One device, as well as the procedures for connections 
and how to operate it. For more information about the software and programming language please check out the 
correspondent sections in this manual. 





Getting to know your Device 


The Titan One is the first ever cross-compatibility gaming device ever created for video game industry. It allows 
you to use your favorite gaming controller on Playstation 4, Box One, Playstation 3, XBox 360, Playstation TV or 
Windows PC . Love your Dualshock 4 controller but have to use XBox One at your buddy’s house? or how about 
you want to use your Dualshock 3 on your Windows PC without installing third-party drivers? Not a problem. Just 
plug in the Titan One device, sync your controller, and you are ready to go. No hassle. Just play! Gone are the days 
when you are restricted to using uncomfortable controllers because of the system you are playing on. 


Output eo 








Backlight 


LED Display We 


Button 


Input 
Connector for wired game controllers, Bluetooth dongles or XBox 360 wireless receiver. 


Topics related with input port: 


e Wired USB Controllers (Including Dualshock 4, Dualshock 3 and XBox One Controller with USB 
cable) 

Dualshock 4 Wireless Mode 

Dualshock 3 Wireless Mode 

PS3 Navigation Controller 

XBox 360 Wireless Controller 

Wiimote and Extensions 

Wii U Pro Controller 

Compatibility List of Controllers 


























Output 
To connect the Titan One on Playstation 4, XBox One, Playstation 3, XBox 360, Playstation TV or 
Windows PC. 


Topics related with output port: 


Connecting on Playstation 4 
Connecting on XBox One 
Connecting on Playstation 3 
Connecting on XBox 360 
Connecting on Playstation TV 
Connecting on Windows PC 




















Button 
Switches the memory slot currently active, O means no memory slot is loaded. It resets to 0 when reaches 
the end of the available slots. Hold the button for 2 seconds to unload the current active memory slot. This 
button can be emulated on your game controller, check the “Device Options” in Gtuner instructions for more 
details about it. When in programming mode this button resets the Titan One to normal mode. 





LED Display 
Shows information such as input/output port status, loaded memory slot and errors. 


Topics related with LED display: 


e Device LED Display 





PC Prog 
© Interface for programming, monitoring, testing, updating and device API. 


Topics related with PC Prog port: 


e PC PROG Interface 





o Backlight 
Titan One Exclusive Feature 


«To Titan One device has a RGB LED to produce backlight which can be set to (1) mimic the controller 
"Player LEDs", (2) to backlight a color chosen by the user, or (3) can be turned off. The first option 
is very usefull when the controller in use does not have the "Player LED" capability, as example of 
XBox One controller; in this case the GamePack settings can be done using the Titan One backlight. 


Topics related with Backlight: 


e Titan One Options (Backlight) 





® Reset Button 





The reset button is hidden on the back of Titan One device and needs to be pressed with a pin o 
paperclip. It will force the device to enter in programming mode. 


Forcing to enter in programming mode could be necessary in cases where it was not possibl 
complete a firmware update (e.g. bad USB cable, power loss) and the Titan One is not workin 
properly. In these situations, with the Titan One connected to the computer through the PC PROC 
port, press the reset button on the back of the device with a paperclip. This will enable you to red 
the firmware update. 





¢ Firmware Recovery Mode 


Wired USB Controllers 


and original controllers with USB cable 





The Titan One device supports all official wired controllers for PS4, XBox One, PS3 and XBox 360 consoles 
and most of third-party wired controllers designed for PS4, XBox One, PS3 and XBox 360. The general rule is: 
if the controller works on PS4, XBox One, PS3 or XBox 360 it also should works with Titan One. Game specific 
controllers like guitar controllers and wheel controllers are not supported. 





XBox 360 WIRED 


Controller ! > 
. j Dualshock 3 


USB Cable 
i (Supplied with PS3) 
H 


SixAxis 





Connecting wired game controllers. 


Step-by-step 


For a list of supported controllers please refer to Compatibility List of Controllers. 





a] Connect your wired controller to the Titan One input port 


Your wired controller is working properly when the display shows 0 with no dot at the bottom. 


E A blinking "E" with a dot at the bottom means your wired controller is not supported. 


Xbox One Elite Controller 





«Tp Titan One Exclusive Feature 


The Titan One device fully supports the Xbox One Elite controller, including the bottom paddles. The 4 paddles 
of Xbox One Elite controller are individually accessible for script programming, without the need of having them 
mapped to any regular button. This exclusive feature is truly remarkable as it allows the user control scripts without 
compromising any of the regular buttons. For example, in fighting games, the paddles can be used to run complex 
combos. 


Step-by-step 
& Connect your Xbox One Elite controller to the Titan One input port 


fi Your Xbox One Elite controller is working properly when the display shows 0 and the bottom dot turns off 


Dualshock 4 Wireless Mode 











Ti Configure the device "Speed Up settings" as the image below, in the Device Options, for the best results 
and no-lag wireless connection. 


Speed Up Settings 
[V|Inframe Out [_|InframeIn [¥]imsResponse [¥]DS4BT Boost 























First time pairing: Step-by-step 


Enable Dualshock 4 Bluetooth searching 
Enable Dualshock 4 Bluetooth searching in Device Options. In order to change this option the Titan One 
device needs to be connected to your computer by the PCPROC side port, through a USB cable. 





Connect your compatible Bluetooth dongle to the Titan One input port 
To add Bluetooth capability to Titan One device you will need a Bluetooth USB Adapter compliant with 2.1+ 
EDR standard. 


2 


Hold down the buttons SHARE and PS at the same time 
The LED Bar on the controller should start blinking white, meaning the controller is trying to connect with 
Titan One device. Wait until the LED Bar stay lighted blue. If the controller turn off hold down the buttons 
SHARE and PS again. 


OPTIONAL: Disable Dualshock 4 Bluetooth searching 
Disable Dualshock 4 Bluetooth searching to speed up subsequent Dualshock 4 wireless syncing (after the 
controller be paired). 


Regular use: Step-by-step 


Connect your compatible Bluetooth dongle to the Titan One input port 
To add Bluetooth capability to Titan One device you will need a Bluetooth USB Adapter compliant with 2.1+ 
EDR standard. 


Press the PS buttons on your Dualshock 4 controller 
The LED Bar on the controller should start blinking white, meaning the controller is tying to connect with 
Titan One device. 


fi Your Dualshock 4 controller is connected when the display shows 0 with no dot at the bottom. 


Ti To speed up the Dualshock 4 syncing uncheck the option "Enable Dualshock4/Wiimote Bluetooth 
1 searching" in Device Options. 





XBox One Controller Wireless Mode 





WIRELESS MODE 
COMING SOON FEATURE 


Microsoft Xbox One Wireless Adapter for Windows. 





Dualshock 3 Wireless Mode 





Step-by-step 


Pair your Dualshock 3 with the Titan One 
@ This step needs to be performed only the first time. An USB cable is need to pair your Dualshock 3 with 
Titan One device. 
¢ For manual pairing please refer to DS3/SixAxis Pairing in the Gtuner Instructions. 
¢ For automatic pairing check out the Device Options in the Gtuner Instructions. 








Connect your compatible Bluetooth dongle to the Titan One input port 


To add Bluetooth capability to Titan One device you will need a Bluetooth USB Adapter compliant with 2.1+ 
EDR standard. PS3 controllers requires the EDR features to work properly. 


Press the PS buttons on your Dualshock 3 controller 


The LED on the controller should start blinking, meaning the controller is tying to connect with Titan One 
device. 


fi Your Dualshock 3 controller is connected when the display shows 0 with no dot at the bottom. 


Ti To speed up the Dualshock 3 syncing uncheck the option "Enable Dualshock4/Wiimote Bluetooth 
ip searching" in Device Options. 





PS3 Navigation Controller 





Step-by-step 
The Navigation controller connection procedure is exactly the same of a Dualshock 3. 


Pair your Navigation controller with the Titan One 
3 This step needs to be performed only the first time. An USB cable is need to pair your Navigation controller 
with Titan One device. 
¢ For manual pairing please refer to DS3/SixAxis Pairing in the Gtuner Instructions. 
¢ For automatic pairing check out the Device Options in the Gtuner Instructions. 








Connect your compatible Bluetooth dongle to the Titan One input port 
To add Bluetooth capability to Titan One device you will need a Bluetooth USB Adapter compliant with 2.1+ 


EDR standard. PS3 controllers requires the EDR features to work properly. 
Press the PS buttons on your Navigation controller 


The LED on the controller should start blinking, meaning the controller is tying to connect with Titan One 
device. 


i Your Navigation controller is connected when the display shows 0 with no dot at the bottom. 


searching" in Device Options. 





To speed up the Navigation controller syncing uncheck the option "Enable Wiimote Bluetooth 


XBox 360 Wireless Controller 





Step-by-step 
The Xbox 360 wireless controllers communicates over a proprietary 2.4 GHz protocol. In order to use a wireless 
Xbox 360 controller with the Titan One device you'll need a Xbox 360 Wireless Gaming Receiver for Windows. 





Connect your Xbox 360 Wireless Receiver to the Titan One input port 
The LED on Xbox 360 Wireless Receiver should light up indicating the unit is working. 


& Sync you XBox 360 wireless controller with the Wireless Receiver 
This step needs to be performed only the first time. 


* On the front of the controller, firmly press the large Guide button in the center. The controller will turn on, 
the Guide button will light up and green lights will flash around it. 


* Press the connect button on the Wireless Gaming Receiver. The light will (*) 
flash green. On the controller press the connect button, it is on the side, roughly 
in the middle, between the two shoulder triggers. 





¢ The lights on the controller will flash and revolve to show it is searching for the Receiver. Wait until the 
lights stop flashing and remain on in one of the quarter sections around the Guide button. 


Press the Guide button on your Xbox 360 wireless controller 


The LED on the controller should blinking, meaning the controller is tying to connect with the Titan One/ 
Wireless Receiver. 


fi Your Xbox 360 wireless controller is connected when the display shows 0 with no dot at the bottom. 


Wiimote and Extensions 


Step-by-step 


Enable Wiimote Bluetooth searching 


Enable Wiimote Bluetooth searching in Device Options. In order to change this option the Titan One device 
needs to be connected to your computer by the PCPROC side port, through a USB cable. 





Connect your compatible Bluetooth dongle to the Titan One input port 


To add Bluetooth capability to Titan One device you will need a Bluetooth USB Adapter compliant with 2.1+ 
EDR standard. 


Hold down the buttons 1 and 2 at the same time 


The LED on the controller should start blinking, meaning the controller is trying to connect with Titan One 
device. Wait until only one LED stay lighted. If the controller turn off hold down the buttons 1 and 2 again. 


fi Your Wiimote controller is connected when the display shows 0 with no dot at the bottom. 


Ti If after a few tries your Wiimote still does not connect, try the sync button (red button on the back of 
ip controller). 


Wiimote Extensions 


Optionally you can use the Nunchuk, Classic Controller or Classic Controller Pro attached to your Wiimote. Other 
extensions, such as MotionPlus, are not supported. 


Wii U Pro Controller 





Step-by-step 


The Wii U Pro controller connection procedure is very similar to a Wiimote. 


Enable Wiimote Bluetooth searching 


Enable Wiimote Bluetooth searching in Device Options. In order to change this option the Titan One device 
needs to be connected to your computer by the PCPROC side port, through a USB cable. 





Connect your compatible Bluetooth dongle to the Titan One input port 


To add Bluetooth capability to Titan One device you will need a Bluetooth USB Adapter compliant with 2.1+ 
EDR standard. 


Press the Sync button on the back of your Wii U Pro controller 


The LED on the controller should start blinking, meaning the controller is trying to connect with Titan One 
device. Wait until only one LED stay lighted. If the controller turn off press the sync button again. 


fi Your Wii U Pro controller is connected when the display shows 0 with no dot at the bottom. 


Connecting on Playstation 4 





Step-by-step 

In order to get the Titan One device working on Playstation 4 you will need the help of a Dualshock 4 controller 
and a micro-USB cable* (or any PS4 licensed controller) for the authentication procedure. *With Titan One devices 
the authentication can also be performed using a Dualshock 4 controller in wireless mode, is this case the micro- 
USB cable is not need. 





Set the Output Protocol to PS4 or AUTOMATIC 
Set the Output Protocol to PS4 or AUTOMATIC in Device Options. In order to change this option the Titan 
One device needs to be connected to your computer by the PCPROC side port, through a USB cable. 





Connect the Titan One device to a USB port of your Playstation 4 


After few seconds the display on device should start blink "AU", pointing out the PS4 is requirinc 
authentication. 


We strongly recommend connect the Titan One device directly in a USB port of PS4. Using extension 
j§ie) cables may cause the Titan One device resets. If an extension cable is really needed, we suggest to 
use only high quality USB extension cables, designed to 1A or more in the power lines. 


© Plug your Dualshock 4 Controller on the Titan One device using the micro-USB cable* 


The display should now show the number 0, indicating the Titan One device is ready to reply to any 
authentication request from PS4. At this point you can use the console through the device and load scrip 
or Gamepacks. 


avs *Titan One Exclusive Feature: With the Titan One the PS4 authentication can also be performed usin¢ 
a Dualshock 4 controller in wireless mode (micro-USB cable is not required). 





a controller capable to reply to those authentication requests is required to be connected with the Titan 
One device all the time. UPDATE: Since Titan One Firmware 2.08 the crossover feature is partially 
available. 


i} The PS4 regularly requests authentication (every 30 seconds) to a connected controller. For this reason 





(al The top LED dot will flash every time a request for authentication is received. 


Connecting on XBox One 





Step-by-step 

In order to get the Titan One device working on XBox One you will need the help of a XBox One controller and a 
micro-USB cable for the authentication procedure. Once authenticated you can replace the XBox One controller for 
any other controller you want. Any licensed XBox One controller should work for authenticate. However, for best 
results, use a Genuine Microsoft XBox One controller. 


Remove the batteries from the Xbox One controller 
Remove the batteries from the controller used to authenticate the Titan One is required for crossover play. 
This step avoids the Xbox One controller to automatically re-authenticate wirelessly with the Xbox One right 
after it is removed from the the Titan One. 


Set the Output Protocol to XB1 or AUTOMATIC 
Set the Output Protocol to XB1 or AUTOMATIC in Device Options. In order to change this option the Titan 
One device needs to be connected to your computer by the PCPROC side port, through a USB cable. 





Connect the Titan One device to a USB port of your XBox One 


The display on device should start blink "AU", pointing out the XBox One is waiting for authentication. 


extension cables may cause the Titan One device resets when exchanging the controller on INPUT port. 
Requiring redo the authentication process. If an extension cable is really needed, we suggest to use 
only high quality USB extension cables, designed to 1A or more in the power lines. 


Tip We strongly recommend connect the Titan One device directly in a USB port of XBox One. Using 
Tip 


Gq Plug your XBox One Controller on the Titan One device using the micro-USB cable 


The display should now show the number 0, indicating the authentication procedure was successfull) 
performed and the Titan One is operating normally. At this point you can use the console through the 
device and load script or Gamepacks. If you want use another controller go to the next step. 


Unplug your wired XBox One Controller 


a. The Titan One device should display a animation indicating it is waiting you connect a controller o 
input port. 


o Plug your preferred controller on the Titan One device 


fi The controller should be operational when the display shows 0 with no dot at the top and bo 


The authentication process is needed every time the Titan One device is connected on the system and/ 
or every time the system is initialized. 


for this is because the Titan One device borrows the signature/ID# from the controller for itself, and the 


i} The XBox One controller you used on authentication can not be used as a second controller. The reason 
XBox One doesn't allow two devices with identical IDs operate at the same time. 


Connecting on Playstation 3 


—SSx&§&_@ 
a 





Step-by-step 


Set the Output Protocol to PS3 or AUTOMATIC 
Set the Output Protocol to PS3 or AUTOMATIC in Device Options. In order to change this option the Titan 
One device needs to be connected to your computer by the PCPROC side port, through a USB cable. 





& Connect the Titan One device to a USB port of your Playstation 3 


The dot on top of device's display should go off, indicating the connection with the Playstation < 
succeeded. 


Connecting on XBox 360 








Step-by-step 

In order to get the Titan One device working on XBox 360 you will need the help of a wired XBox 360 controller for 
the authentication procedure. Once authenticated you can replace the XBox 360 controller for any other controller 
you want. Any licensed XBox 360 wired controller should work for authenticate. However, for best results, use a 
Genuine Microsoft XBox 360 Wired Controller. 


Set the Output Protocol to XB360 or AUTOMATIC 
Set the Output Protocol to XB360 or AUTOMATIC in Device Options. In order to change this option the 
Titan One device needs to be connected to your computer by the PCPROC side port, through a USB cable. 





Connect the Titan One device to a USB port of your XBox 360 


The display on device should start blink "AU", pointing out the XBox 360 is waiting for authentication. 


extension cables may cause the Titan One device resets when exchanging the controller on INPUT port. 
Requiring redo the authentication process. If an extension cable is really needed, we suggest to use 
only high quality USB extension cables, designed to 1A or more in the power lines. 


Tip We strongly recommend connect the Titan One device directly in a USB port of XBox 360. Using 
Tip 


Plug your wired XBox 360 Controller on the Titan One device 


The display should now show the number 0, indicating the authentication procedure was successfull) 
performed and the Titan One is operating normally. At this point you can use the console through the 
device. If you want use another controller go to the next step. 


Unplug your wired XBox 360 Controller 


a. The Titan One device should display a animation indicating it is waiting you connect a controller o 
input port. 


Plug your preferred controller on the Titan One device 


fi The controller should be operational when the display shows 0 with no dot at the top and bo 


The authentication process is needed every time the Titan One device is connected on the system and/ 
or every time the system is initialized. 


Note using a wireless Xbox 360 controller with the Play&Charge USB cable will not work, the cable is 
for recharging only and does not transmit any data over the wire. 


reason for this is because the Titan One device borrows the signature/ID# from the controller for itself, 


i} The wired XBox 360 controller you used on authentication can not be used as a second controller. The 
and the XBox 360 doesn't allow two devices with identical IDs operate at the same time. 


Connecting on Playstation TV 





Uy Titan One Exclusive Feature 


Step-by-step 


Set the Output Protocol to PS3 or AUTOMATIC 
Set the Output Protocol to PS3 or AUTOMATIC in Device Options. In order to change this option the Titan 
One device needs to be connected to your computer by the PCPROC side port, through a USB cable. 





@ Connect the Titan One device to the USB port of your Playstation TV 


The dot on top of device's display should go off, indicating the connection with the Playstation T\ 
succeeded. 


Connecting on Windows PC 





Step-by-step 


Set the Output Protocol to XB360 
Set the Output Protocol to XB360 in Device Options. In order to change this option the Titan One device 
needs to be connected to your computer by the PCPROC side port, through a USB cable. 





Connect the Titan One device to a USB port of your Windows PC 
The Windows should automatically install the driver for XBox 360 wired controller. If not, you can manually 
download and install the official driver driver. 





PC PROG Interface 





USB Cable 


Connecting the PC PROG to your computer. 


The PC PROG port is the communication interface between Gtuner software and the Titan One device. It is used 
for programming, monitoring, testing and debugging GPC scripts, as well as for firmware update, device settings 
and API. The Titan One device utilizes a generic HID protocol for USB communication through the PC Prog port. 
When the device is plugged for the first time the operational system will automatically install the drivers for it. 


Device Configuration 
The device configuration is a set of options that can be configured by the user to enable/disable features or 


to customize of the operating characteristics of the Titan One device. The configuration is done on Gtuner PRO 
software, as explained on the following topic: 


e Device Options 





Device LED Display 


The device's display shows information such as the input and output port status, the loaded memory slot, error 
codes and the currently operational mode. 


@ No memory slot is loaded 


© ‘wns slot number # is loaded 


A script was loaded by "Build and Run" command 


Device in capture mode, a plugin is handling the I/O data 


T 


° 


p dot indicates there is no console connected 


AU animation indicates the console is requesting authentication 


Blinking "E" means the connected controller is not supported 


Device is in programming mode 


6 | Bottom dot indicates there is no controller connected 


Firmware Recovery Mode 





Firmware recovery mode allow redo the firmware update after an updating fail (e.g. bad USB cable, power 
loss), causing the Titan One not work properly. 


ik Internet connection is required to update the Titan One firmware. 


Step-by-step 


Connect the Titan One to a computer with Gtuner installed 


With the Titan One device connected to the computer through the PC PROG port (mini-USB cable), open 
the Gtuner software. 


& Force the Titan One enter in programming mode 


Press the reset button on the back of the device with a paperclip until you get a "P" on display. 


Launch the firmware update wizard 
On Gtuner software open the "Tools" menu and click on "Firmware Update". Follow the wizard steps 
until the end, it will program a recovery firmware in your device and close the wizard automatically. 


Programming the new firmware 


The Gtuner software will then recognize a device with recovery firmware and ask to do the update to the 
latest firmware available. 


Tournament Edition Firmware 





TOURNAMENT 


EDITION 


«Ts Titan One Exclusive Feature 


Our Tournament Edition firmware may qualify your Titan One to be used at many official gaming 
tournaments. It disables all features that give users an unfair advantage, such as, Scripts, Macros and 
GamePacks. Cross-Over Controller Support and Button Remapping are the only features available on this 
Tournament and Competition ready firmware. 


¢ Enabling the Tournament Edition Firmware. 





Compatibility List of Controllers 


Below is a compatibility list of devices which does work, or should work, or doesn't work with Titan One. If your 
device isn't on this list, it doesn't mean it won't work. However, some devices may diverge from the standard or 
may require firmware implementation to fully function. Those cases may be addressed in future firmware releases. 
Please notify us of your device compatibility (working, not working) so we can keep the list current. 


Legend: 
DOES WORK 
SHOULD WORK 
DOES NOT WORK 
[AU] Is known it can be used to authenticate on Xbox 360 consoles. 
[AU] Is known it can be used to authenticate on Xbox One consoles. 
[AU] Is known it can be used to authenticate on Playstation 4 consoles. 


The following list assumes you are running the latest firmware. 


Special thanks for who is helping to keep this compatibility list updated: 
- VicePope, Sitava, Austin R., campos3452, Darkstorm0X53 


WIRELESS CONTROLLERS 


ORIGINAL SONY DUALSHOCK 4 [AU] 

ORIGINAL SONY DUALSHOCK 3 / SIXAXIS CONTROLLERS 

PS3 NAVIGATION CONTROLLER 

NINTENDO WII REMOTE +EXTENSION [NUNCHUCK, CLASSIC CONTROLLER] 
NINTENDO WII REMOTE WITH MOTION PLUS INSIDE 

NINTENDO WII U PRO CONTROLLER 

ORIGINAL MS XBOX 360 WIRELESS CONTROLLER 


PS4 USB CONTROLLERS 


SONY DUALSHOCK 4 CONTROLLER WITH USB CABLE [AU] 
HORIPAD 4 FPS - PS4 MODE [AU] 

HORIPAD 4 TOUCHPAD - PS4 MODE [AU] 

TUACT VENOM X 


XBOX ONE USB CONTROLLERS 


XBOX ONE ELITE WITH USB CABLE [AU] 

ORIGINAL MS XBOX ONE CONTROLLER WITH USB CABLE [AU] 

XBOX ONE SPECIAL EDITION CONVERT FORCES WITH USB CABLE [AU] 
ROCK CANDY WIRED CONTROLLER BY PDP [AU] 

POWER A MINI XBOX ONE (Model: 1240245-01) [AU] 

HORI PAD ONE (Model: XBO-001) [AU] 

MADCATZ K.I. FIGHTSTICK TOURNAMENT EDITION 2 

TUACT VENOM X 


PS3 USB CONTROLLERS 


SONY SIXAXIS DUALSHOCK 3 CONTROLLER WITH USB CABLE 


SONY NAVIGATION CONTROLLER WITH USB CABLE 
SPLITFISH FRAGFX V1 

FRAGFX V2 / SE 

SPLITFISH FRAGFX SHARK 

HORI PS3 FIGHTING COMMANDER 3 PRO 
HORIPAD 4 FPS - PS3 MODE 

HORIPAD 4 TOUCHPAD - PS3 MODE 
X-ROVER GUN RECEIVER 

TUACT VENOM X 

DUAL SFX FRAG PRO 

FRAGFX BARRACUDA 

FRAGFX PIRANHA 


AND ANY PS3 HID CONTROLLER SHOULD WORK. 


XBOX 360 USB CONTROLLERS 


OFFICIAL MS XBOX 360 WIRED CONTROLLER [AU] 
DATEL WIRED CONTROLLER V2 [AU] 

AIRFLO (POWER A - MODEL 010022) [AU] 

ONZA TOURNAMENT EDITION (RAZER - RZ06-0047) [AU] 
THIRD-PARTY XBOX 360 CONTROLLER [AU] 

MINI PRO EX (POWER A - MODEL 010027) [AU] 
GAMESTOP XBOX 360 CONTROLLER [AU] 

SAITEK AVIATOR FLIGHTSTICK FOR PC AND XBOX 360 [AU] 
MAD CATZ XBOX 360 ROCK BAND MIDI ADAPTER [AU] 
PDP ROCKCANDY XBOX 360 CONTROL [AU] 
AFTERGLOW (PDP - MODEL PL-3702) [AU] 

HORI PAD EX2 TURBO 

XIM3 / XIM Edge / XIM4 

TUACT VENOM X 

LOGITECH CHILLSTREAM 

SAITEK P3600 

MADCATZ XBOX 360 CONTROLLER 

MADCATZ STREET FIGHTER IV FIGHTSTICK SE 
MADCATZ PRO FOR XBOX 360 

MADCATZ STREET FIGHTER IV FIGHTPAD 

MADCATZ 360 MICROCON 

MADCATZ ARCADE GAMESTICK (STREET FIGHTER IV FIGHTSTICK TE) 
MADCATZ BEAT PAD 

MADCATZ XBOX CONTROLLER - MW2 

MADCATZ ARCADE FIGHTSTICK TOURNAMENT EDITION. 
MADCATZ JOYTECH NEO SE ADVANCED 

SAITEK CYBORG RUMBLE PAD - PC/XBOX 360 

SAITEK P3200 RUMBLE PAD - PC/XBOX 360 

MADCATZ SUPER SFIV FIGHTSTICK TE S 

PELICAN XSZ WIRED CONTROLLER (TSZ360 PAD) 

HORI DOA4 FIGHTSTICK 

HORI PAD EX TURBO 

HORI REAL ARCADE PRO EX 

DDR UNIVERSE 2 MAT 

JOYTECH NEO-SE TAKE2 

THIRD-PARTY MADCATZ XBOX 360 CONTROLLER 
STREET FIGHTER IV FIGHTPAD 


HORI HRAP VX-SA 
TRON XBOX 360 CONTROLLER 


GENERIC HID USB CONTROLLERS (Flight Sticks, Joysticks, Fight Sticks, etc) 
XIM3 / XIM Edge / XIM4 

ARDUINO / LEONARDO / MOJO 

PLAYSTATION 2 USB CONVERTERS 


Limitations 


[**] Need the DS4 with micro-USB cable (or any official controller) to authenticate on 
Playstation 4, the controller should stay connected full time (since Firmware 2.08 partial 
crossover is supported). 


e [*] Need the Xbox One controller with micro-USB cable for the startup authentication on 
Xbox One systems. 


e [*] Need a wired Xbox 360 controller for the startup authentication on on Xbox 360 systems. 


e The wired controller headset for Xbox 360, DS4 and Xbox One controllers are not 
supported. 


e Unable to power on the console due to inability to perform this operation via USB port. You 
will need to use the switch on the console to turn it on. 


* and ** refers to marks that appear on this documentation and on official website to indicate a device limitation. 


Gtuner Instructions 





Instructions for Gtuner Pro software version 3.4x 


Gtuner Pro is the main software for programming, updating and configuring your Titan One device. It gives 
you access to everything from a IDE for GPC Script Development, Visual Scripting Interface, GPC Script Sharing, 
Gamepacks, Button Remapping, Macro/Combo Capturing and so on. The plug-in interface enables developers to 
easily create new features, such as the MaxAim DI plugin for keyboard and mouse console gaming. Gtuner is a very 
powerful tool designed for beginners through to advanced users, making every and any controller customization 
(rapidfire, quick scope, button remap, macros, combos, etc...) be within reach of everybody. 


People who have no experience in programming can use the Gamepacks, which are read to use scripts designed 
for specific games or functionality. Furthermore Gtuner also has an interface to viewing and download GPC scripts 
from our online database. The scripts database is powered by the Titan One community and it is growing day by 
day with hundreds of different scripts. 

The Programmer panel empowers easy access to all Gamepacks, GPC Scripts, Remapping Profiles and GPC 
Files, so you can make any combination of those into Titan One Memory Slots. Check out the subtopics below for 
detailed instructions, operations and features. 

Gtuner minimum system requirements: 

¢ Hardware: 1GHz CPU, 1 GB RAM, 50 MB of free space on HDD 
* OS: MS Windows XP / 2003 / Vista/ 7/8 


¢ Internet connection for online features: Updates, Online Library and Gamepacks 


¢ The Visual Scripting features require Internet Explorer 10.0 or higher. 


View Tools Plugins Help 


aw w@ ua 





Gtuner Pro v3.30 
File Edit View Compiler Tools Plugins Help 
HeeueP@ 4B H/ 3B €|B\R we PT» Toolbar 
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Device Connected (TITAN ONE) FW v2.20 





9] Status Bar 


a File Edit View Cornpiler Tools Plugins Help 


The menu bar has a set of drop down menus for easy access of all Gtuner functions, such as opening and 
saving script files, editing code, tools, displaying help documentation, interacting with application and so 


on. This section covers the Gtuner's common functions, the explanations of specific functionality is covered 
in their own sections. 


Online Library Ctrl+F1 


@®) Visual Scripting Ctri+F2 
=J GPCCompiler — Ctrl+F3 
Programmer Ctrl+F4 
f. Latest News Ctrl+F5 


Selects the Gtuner working panel: Online Library, Visual Scripting, Compiler, Programmer or Latest 
News. The panel selection can also be performed through keyboard shortcuts (Ctrl+1, Ctrl+2, Ctrl+3, Ctrl 
+4, Ctrl+5), as well as by the panel tabs. Check out the subject "Working Panel" below for a brief description 
of each panel. 


3) Device Monitor 
pA DS3/SixAxis Pairing 

y% Device Cleanup 
Reload Visual Scripting 


&  Gtuner Update 
© Firmware Update 


Options... 


Available tools to monitoring and operating your Titan One device, to check online updates and to 


configuration options. 


¢ Device Monitor: The menu item "Device Monitor" opens the "Device Monitor" dialog window. To 
have access to this menu item the Titan One device needs to be connected to your computer by 
the PCPROC side port, through a USB cable. Click here for a brief description of its functionality. 





¢ DS3/SixAxis Pairing: In order use your Dualshock 3 in wireless mode you first need pair the 
controller with your Titan One device. To have access to this tool the Titan One device needs to 
be connected to your computer by the PCPROC side port, through a USB cable. The Bluetooth 
pairing can be performed automatically, by a setting a option in device options; or manually, through 
this wizard dialog box. 


¢ Device Cleanup: This operation will clean all memory slots, as well as all persistent settings of 
Gamepacks/Scripts. 


* Reload Visual Scripting: Reloads the Visual Scripting (GPC Blocks) user interface from the 
ConsoleTuner server. 


¢ Gtuner Update: Gtuner has a built in update wizard that checks online for the latest version 
of Gtuner software. The check for update is not performed automatically and it requires internet 
connection. 


¢ Firmware Update: The firmware update procedure works much like the Gtuner update. It also is 
not performed automatically, as well as it also requires internet connection. 


* Options: The Options dialog window is used to control settings and preferences of the Gtuner 
software and of the Titan One device. 


o Plugins 


Combo Magick Alt+F1 


GameRec Alt+F2 
MaxAim Alt+F3 
MaxAim DI Alt+F4 
MaxRemapper Alt+F5 


op Plugin Manager 


The Gtuner functionalities can be extended with addition of plugins. A plugin can access and modify the data 
exchanged between a game controller and the console, allowing creation of very wide type of applications. 
A good example is the MaxAim DI plugin, which enables play on consoles with the keyboard, mouse, 


driving wheel, flightstick, fight stick, joystick (and so on) of your computer. All available plugins are listed 
in the Plugins menu. 


¢ Plugin Manager: Official plugins can be downloaded, updated and deleted using the Plugin 
Manager. 


¢ Gtuner Plugins: Instructions and Documentation of official plugins. 





i The LED display will change to a three bar sign, indicating there is a plugin handling the I/O data. 


The Gtuner software has a open plugin API and you are more than welcome to create your own plugins, 
go to "Device API" section for more information in this regard. 


Help 
Help 


On the help menu you have links to our website and to the online community forum. You can also access 
the User's Manual, the GPC Language Reference and others documentations. The About item open a 
dialog window that shows you information about the software and the firmware. It also shows the copyright 
information and the author's credits. 


6 Toolbar 
Hae wb@iszaea_eala q|o > 


The toolbar has a set of common tools mainly used in the Compiler panel for file management, clipboard 
operations, code editing and script building. The only exception is the Device Monitor, detailed in the next 
subject. 


@ Device Monitor 
=) 


The tool "Device Monitor" opens the "Device Monitor" dialog window. To have access to this tool the Titan 
One device needs to be connected to your computer by the PCPROC side port, through a USB cable. 


ad 


The Device Monitor shows all run-time information about your Titan One device: the input and output data, 
LED, rumble and battery information, CPU load and the loaded slot/bytecode. You also have access to 
operations such as: turn-off a wired controller, change the current slot number and unload the running slot/ 
bytecode. Check out the topic Device Monitor for more details and operational instructions. 





Working Panels 


| Online Library Visual Scripting GPC Compiler Programmer Latest News 





Switching between working panels can be easily done by using the navigational widget (tabs), shown in 
the picture above. The Gtuner software has three working panels: 


¢ Online Library: Interface to viewing and download GPC scripts from our online database. It is a 
quick start for those who don't have any familiarity with programming and want make use of the 
available GPC scripts shared by the Titan One community, or for those who are interested in learn 
more about the GPC script language through examples. 





« Visual Scripting: The GPC Blocks programming environment provides a more accessible 
introduction to coding. The Visual Scripting allows users to create and run GPC Scripts, MODs and 
customized GamePacks by arranging blocks with a simple click, drag and drop.. 


* Compiler: Features an integrated development environment (IDE) that provides comprehensive 
facilities to programmers for GPC scripting development. It consists of a source code editor, syntax 
highlighting, integrated GPC compiler and a testing tools. 


« Programmer: Empowers easy access to all Gamepacks, GPC Scripts, Remapping Profiles and 
GPC Files, so you can make any combination of those into Titan One Memory Slots. 


« Latest News: The Latest News panel displays the most recent releases, promotions, 
announcements and contests from ConsoleTuner, as well as useful shortcuts to specific web pages, 
documentation and operations. 


Status Bar 
[Device Connected (TITAN ONE) FW v2.20 
The Status Bar is an information area of Gtuner software, found at the bottom of the main window. The 
status bar is divided into sections, each of which shows different information. The very first section displays 
the information from the device, if it is connected or not and the firmware version. The other 3 sections are 
for display information from code editor and are explained in its specific topic. 


Device Monitor 


The Device Monitor shows all run-time information about your Titan One device: the input and output data, LED, 
rumble and battery information, CPU load and the loaded slot/bytecode. You also have access to operations such 
as: turn-off a wired controller, change the current slot number and unload the running slot/bytecode. It is a useful 
tool for check, test and debug your GPC scripts. 


The Device Monitor is only accessible when the Titan One device is connected to your computer by the 
PCPROC side port, through a USB cable. 


All values displayed are normalized on its percentage form, meaning the state of a button can vary from 0% 
(when it is not being pressed) up to 100% (when it is fully pressed). Some entries, such as analog stick, can range 
from -100% to 100%, where 0% is the resting position. The normalization aims to make the values more intuitive 
and easy to read. 


The run-time information are grouped into four distinct areas: 





1. Input Area : the data from the controller 

2. Output Area : the processed data that is send to the console 
3. Plot Area : to plot up to 4 I/O data entry 

4. Status and Controls : additional information and control buttons 


The naming of the input fields are determined by the controller model being in use (Dualshock 4, Dualshock 3, 
XBox One Controller, XBox 360 Controller or Wiimote/Wii U Pro). Likewise, the naming of the output fields are 
determined by the console model (PS4, PS3 or Xbox360) in which the Titan One is connected to. In the screenshot 
below we have a XBox 360 wired controller connected to the Titan One, and the Titan One device connected to 
a PS3 console. 
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s) Plot Area 


Input Area 


Ps4_PS 
PS4_ SHARE 
PS4_OPTIONS 
PS4_R1 
PS4_R2 
PS4_R3 
ps4_Li 
ps4_L2 
ps4_L3 
PS4_RK 
pS4_RY 

Ps4_ LX 
ps4_LyY 
Ps4_UP 
PS4_DOWN 
PS4_LEFT 
PS4_RIGHT 


Ps4_ TRIANGLE 





Output Area 


XB1_XBOX 
XB1_VIEW 
XB1_MENU 
XB1_2B 
XB1_RT 
XB1_RS 
XB1_LB 
XB1_LT 
XB1_LS 
XB1_RK 
XB1_RY 
XB1_LX 
XB1_LY 
XB1_UP 
XB1_DOWN 
XB1_LEFT 
XB1_RIGHT 


XB1_¥ 





Plot Area 


+0 
+0 
+0 
+0 
+0 
+0 
+0 
+0 
+0 
+1 
-1 
+0 
+1 
+0 
+0 
+0 
+0 


+0 


PS4_CIRCLE +0 
PS4_CROSS +0 
PS4_SQUARE +0 
PS4_ACCX +0 
PS4_ACCY -5 
PS4_ACCZ -24 
PS4_GYROX +0 
PS4_GYROY +0 
PS4_GYROZ +0 
PS4_TOUCH +0 


Ps4_ TOUCHX +30 
Ps4_ TOUCHY +44 


XB1_B +0 
XB1_A +0 
XB1_X +0 
Debug Fields 
TRACE_1 +0 
TRACE 2 +0 
TRACE 3 +0 
TRACE_4 +0 
TRACE_5 +0 
TRACE 6 +0 


The full statuses of the controller (inputs, buttons and sensors) 
are reported in the Input Area. Any interaction on the controller 
will be reproduced by these data fields in real time. If there is no 
controller connected a message prompting to connect one will 
be shown. 


Any input field can have its real time value plotted in the plot area. 
Click on a field to select it for plotting, you can have up to 4 fields 
selected at the same time. 


The Titan One device reads the input data from the controller, 
processes this data according to the loaded bytecode (Script or 
Gamepack), and then sends the processed data to the console. 
The results of processed data is displayed by the fields in the 
Output Area. If the Titan One is not connected to a console then 
the user can choose the output format (PS4, XB1, PS3 or XB360) 
in the respective drop-box control. 


The debug fields can be used by a GPC script for feedback 
information, flow control checking and variables monitoring. As 
the name suggests, this field set are intended for debugging 
purpose. 


Any output or debug field can have its real time value plotted in 
the plot area. Click on a field to select it for plotting, you can have 
up to 4 fields selected at the same time. 
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The Plot Area plays an important role for data analysis and script debugging. Any data field can have its 
real time value plotted by clicking on it, click a second time to stop plotting. You can have up to 4 fields 
selected at the same time. 


| \Pause Plot It is possible to pause the plotting to closely examine a particular sequence of data. 


Status and Controls 


Led 1: Off 
Led 2: Off 
Led 3: Off 
Led 4: On 


Rumble A: 0% 
Rumble B: 0% 
Rumble RT: 0% 
Rumble LT: 0% 
Battery: 100% 
CPU Load: 10% 
Slot: 2 
Slot Unload 
BioShock Infinite (Titan Or 


Input: Ps4 
Turn Off Controller 


Controls 


e LED Status: Displays the current state of each Player LED: ON, OFF, FAST 
BLINKING, SLOW BLINKING. On PS3 fast blinking means the controller battery is 
almost without charge, and the slow blinking means the battery is charging. A GPC 
script can overwrite the LED state, as the example of Gamepacks, which widely use 
this functionality to implement the configuration menu system. 


e Rumble Status: Displays the current speed of each rumble engine. 0% means the 
rumble engine is not spinning, 100% means it is spinning at full speed. Rumble A refers 
the strong engine, Rumble B to the weak engine and the Rumble RT/LT to the XBox 
One triggers engine. The rumble speed can also be overwritten by a GPC script. 


¢ Battery: Shows the battery level of a wireless controller. The battery status parameter 
is not applicable to wired controllers, in this case the value shown is always 100%. 


e CPU Load: Shows the amount of computational work that Titan One device is 
performing. Any value below 80% is acceptable and means processor is able to perform 
all its tasks on time, without delays or lag. 


e Slot: Displays the number of active slot, or 0 in case of no slot is loaded. Running a 
GPC script by the "Build and Run" command will change this parameter to 10. 


¢ Slot Name: Shows the name assigned to the currently selected memory slot. Titan 
One device required. 


¢ Input: Shows the model (PS4, XB1, PS3, XB360, WII) of the controller connected to 
Titan One, or "none" in case of no controller connection. 


¢ Output: Shows the console model (PS4, XB1, PS3, XB360) in which the Titan One 
device is connected, or "none" in case of no console connection. 


Switches between memory slots, in the same fashion as the slot button on Titan One 
device. 


Unload any active slot/bytecode, making the device go to slot 0. 


See 


Turn Off Controller If a wireless controller is in use this command will turns it off. 








In case of no console connection, the user can choose the output data format (PS4, 
XB1, PS3, XB360) for debugging purposes. 


Close | Close the Device Monitor dialog window. 


Gtuner Options 


The Options dialog window is used to control settings and preferences of the Gtuner PRO software and of 
the Titan One device. 


General Options 


General | Editor File Association | Device | Titan One | Titan One TE. 
| { i i 
Startup 
Panel: | COMPILER v 





[_]Display text label on the toolbar buttons 
Remember current session for next launch 
Enable Visual Scripting panel (requires software restart) 


Behavior 
Open Device Monitor after Build and Run 
Disable screensaver while Device Monitor is open 


[_] Open GamePack configuration after Drag-and-Drop 





e Startup: The default working panel, opened when the Gtuner is launched, can be chosen in the "Panel" 
dropdown list. 


e The Gtuner's toolbar can display text labels below the button icon. In order to display the text 
label check the correspondent option - the changes will be applied on next program launch. 


e Remember the current session for next launch - If checked, the all the files opened in Compiler 
panel will be opened again if Gtuner is closed. 


The Visual Scripting panel can be disabled in case the computer running Gtuner PRO lacks 
processing power or enough available memory. 


e Behavior: Some behaviors of Gtuner PRO can be changed by these checkboxes. 


e Automatically open the Device Monitor after a "Build and Run" command, this could be a very 
welcome behavior while testing and debugging scripts. 


e Disable the monitor screen saver when the Device Monitor is open, this is a useful behavior 
to monitoring a GPC script while playing games. 


e Set the GamePack configuration window to automatically open after dag-and-drop a 
GamePack to a memory slot. 


Editor 


General | Editor”? File Association | Device | Titan One | Titan One TE. 
GPC Compiler Font Size 
Font Size: 10 ¥v Default font size: 10 





GPC Compiler Code Editor 

Code Folding (selectively collapse sections of the code) 
Highlight Current Line 

Auto Completion (predicts GPC keywords being typed) 


80 = | Show Vertical Edge (long line marker) 








e GPC Compiler Font Size: Font size configuration of the GPC code editor. The default font size is 10. 


¢ Code Folding: Gtuner Pro supports so called folding, this means that certain lines of a CPG script 
code can be hidden based on certain traits. Blocks of code are 'parented' to others and by folding them 
(collapsing) only the first line is visible. This works well if you want a quick glance at your code and skim for 
a relevant position. Unfolding the text (a.k.a. Expanding or Uncollapsing) shows the code again. 


¢ Highlight Current Line: If checked, the line at which the caret is present will be drawn with a special 
background color. 


e Auto Completion: Gtuner Pro has autocompletion capabilities, allowing it to finish a keyword that you 
are typing by giving a list of possible options based in the GPC scripting language. 


¢ Vertical Edge: Draw a vertical edge throughout the document at the distance in columns (as determined 
by the size of the space character) specified. The value 0 disables this feature. 


File Association 
J 








| General | Editor [Fie“Assocation? Device | Titan One | Titan One TE 


File Types 








GPC Script File 
File extension: .gpc 


GP] Project File 
File extension: .gpj 


"? 
C= 


Files associated to: C:\Users\Jefferson\Docum...ner\Release \Gtuner.exe 
Current Gtuner C:\Users Jefferson \Docum...ner\Release \Gtuner.exe 





Make Associations Remove Associations 















































File association associates the GPC files and the GP4J files with the Gtuner software, enabling file actions 
through double-click, drag and drop, command line calls, COM and DDE. An file association is stored in 
the windows registry, and can be created by clicking on the button "Make Associations". To reverse the file 
associations click on the button "Remove Associations". 


Device Options 


The Options dialog window is used to control settings and preferences of the Gtuner PRO software and of 
the Titan One device. 


The Device and Titan One tabs are only functional when the Titan One device is connected to your 
computer by the PCPROC side port, through a USB cable. 


o Device Options 


| General | Editor | File Association {Device} Titan One | Titan One TE 
Output Protocol 








Automatic mode will attempt to detect the console 
| AUTOMATIC ¥ | in use automatically. Select a particular console 
"type to force use of its output protocol. 


Configurations 

[_] Enable Dualshock4/Wiimote Bluetooth searching 

[¥] Enable remote control of slot switch on device G8 Alternate 
[¥] Automatic DualShock3 Bluetooth paring 

[_]Slot Recall 


Speed Up Settings 
[¥] Inframe Out Inframe In ims Response DS4 BT Boost 


Rumble Over Bluetooth 








Some Bluetooth dongles may disconnect under 


| FULL SPEED FULL SPEED, in this case use FLOW CONTROL. 





2) | 





¢ Output Protocol: The Titan One device supports all four console major output protocols: PS3, XB36o0, 
PS4 and XB1. Use the checkbox to select the correspondent protocol to the console system you are using. 
The AUTOMATIC option is useful for those who use the device in more than one particular system. 


ik If the output protocol setting don't match the console system you have, the device will not work proper| 


¢ Configurations: 


- Enable Dualshock4/Wiimote If you want to speed up the DS4/DS3/SixAxis wireless syncing, leave this 

Bluetooth searching option disabled. 

- Enable remote control of slot Operate the device slot switch remotely using your controller (Select+PS , 

switch on device Back+XBox / Share+PS / View+XBox). 

- G8 Alternate Control the device slot switch remotely using an alternative button 
combination for G8 consoles (L3+PS / LS+XBox). 

- Automatic DualShock3 This option automatic pairs a Dualshock 3 controller with the Titan One 

Bluetooth paring device. If you want use your Dualshock 3 controller in wired mode only 
disable this option. 

- Slot Recall The device will remember the last active slot when restarted. 


¢ Speed Up Settings: 


- Inframe Out 
- Inframe In 


- ims Response 


- DS4 BT Boost 


Check if there is more data to send to Console within current USB frame 
This setting helps improve performance and reduce input lag. 


Check if there is more data to receive from Controller within current USE 
frame. This setting helps improve performance and reduce input lag. 


A response time of one millisecond is the fastest response time possible fo 
USB devices. Disabling this option will make the device run at the origina 
speed of the Console currently in use. 


This setting sends multiple endpoint requests within a same USB frame 


This setting improves the data acquiring from Dualshock 4 controllers ove 
Bluetooth connection. 


¢ Rumble Over Bluetooth: Some Bluetooth dongle are not compatible with FULL SPEED rumble over 
Bluetooth. This feature requires a high band width, usually not supported by old or cheap Bluetooth dongles. 
The work around is select the option FLOW CONTROL, FLOW CONTROL+ or DISABLED. 


Titan One Options 





| General | Editor | File Association | Device [Titan Gné"} Titan One TE | 





Titan One Configurations 


Enable PS4 partial crossover support (auto reconnect every 10 min) 


Titan One Backlight 
@) Mimic Controller Player LEDs 
© Custom Color 


Titan One Backlight - Custom Color 


DualShock 4 - Light Bar Brightness 





©) Strict Controller Player LEDs 
( Disabled 


Controller Idle Timeout 
Disabled v 








Uy Titan One Exclusive Feature 


¢ Titan One Configurations: 


- Enable PS4 partial crossover 
support 


Enabling this option will force Titan One to auto-reconnect on PS4 every 
10* minutes, resetting the PS4 authentication timeout. The reconnectior 
procedure takes less than one second. *The reconnection time can var) 
depending of how often the PS4 requests authentication (from 7:30 tc 
10:00 minutes) 


e Titan One Backlight: The backlight behavior can be configured in one of four states: Mimic Controller 
Player LED, Strict Controller Player LED, Custom Color or Disabled. 


- Mimic Controller Player LED The Titan One backlight will mimic the controller's LEDs using the 
Dualshock 4 color code: Blue for player 1, Red for player 2, Green for playe 
3 and Magenta for player 4. This option is very useful to get a GamePach 
LED feedback when using a XBox One controller. 

- Strict Controller Player LED The backlight will strictly display the Player LED set by the console, leaving 
the controller's LEDs free to be used by a GPC Scripts or Gamepack. This 
mode also uses the Dualshock 4 color code to represent the Player. 

- Custom Color Check this option to configure a specific backlight color. 

- Disabled Turns off the Titan One backlight. 


¢ Backlight Custom Color: The backlight color can be customized by choosing one between seven 
available colors: Blue, Green, Cyan, Red, Magenta, Yellow and White. 


¢ Controller Idle Timeout: Configure the Titan One to automatically shut down your wireless controller 
after a certain idle time, useful to save battery. 


¢ Dualshock 4 - Light Bar Brightness: Adjusts the brightness of the Dualshock 4 light bar. 


Titan One Tournament Edition 


Titan One Tournament Edition. 


Our Tournament Edition firmware may qualify 
your Titan One to be used at many official 
gaming tournaments. It disables all features 
that give users an unfair advantage, such as, 
Scripts, Macros and GamePacks. Cross-Over 
Controller Support and Button Remapping are 
the only features available on this Tournament 
and Competition ready firmware. 





[_]Enable Titan One Tournament Edition Firmware. 





ay Titan One Exclusive Feature 


Titan One Tournament Edition Firmware. Our Tournament Edition firmware may qualify your Titan One 
to be used at many official gaming tournaments. It disables all features that give users an unfair advantage, 
such as, Scripts, Macros and GamePacks. Cross-Over Controller Support and Button Remapping are the 
only features available on this Tournament and Competition ready firmware. 


After enable/disable the Tournament Edition Firmware, the device firmware update is required to complete 
the operation. 





Online Library 


The Online Library panel is your interface to viewing and download GPC scripts from our online database. It is 
a quick start for those who don't have any familiarity with programming and want make use of the available GPC 


scripts shared by the Titan One community, or for those who are interested in learn more about the GPC script 
language through examples. 


Internet connection is required to access the Online Library features. 


We wish to thank all those who are publishing and sharing GPC scripts in our library, your enthusiasm and 
support is what give us the motivation to keep evolving the Titan One device. 


Scripts 


| | Search DCUO COMBO MOD 2 
D 20 by codeblood 





Script Info 


inversre onine game fi 


This & one of m se fo 
ps3 and ps4. Pr né time to activate and start the combo mod. Press 
to deactivate and stop ti 


one Tt : @ CONDO mod fror ru ( 
nd there is also an auto run,auto sprint that you can you Car 


er you want to use &. To use the auto run,auto sprint you 
S up on left-analog thumb stick to 


use auto run,auto sprn 


Last Update: 12 May 2014 Downkoads: 8 


DCUO COMBO MOD 2. Works on ps4 as | have already tested and used this combo 
Tpt on ps4. And it shoutc wk On DS you might have re it 
5C 53 if you want to use this combo mod while playing dc 
on your os 3 


Categories 


Download 


Forza 5 - Fanatec CSR Wheel and Clubsport V2 Pedals 
D 1.00 by picklock 





A scnpt to use the Fanatec 


CSR Wheel and Clubsport V2 Pedals on Forza 5 fo 
XboxOne. Controller Layout 6 in the Forza 5 controller options menu. The : ~ 
@ manual dutch on the ¢ sp =dak 


UconsbleTuner Einkse delete the bottom the section of script 


Last Update: 12 May 2014 Downbads: 


script includes a function that uses th 








@ Script Info 


DCUO COMBO MOD 2 
BD 2.0 by codeblood 


This is one of my custom combo mods to use for dc universre online game for 

ps3 and ps4. Press R3 one time to activate and start the combo mod. Press 

R3 again a second time to deactivate and stop the combo mod from running ee 
on auto-pilot. And there is also an auto run,auto sprint that you can you can 

use when ever you want to use it. To use the auto run,auto sprint you just . . 


have to press up on left-analog thumb stick to use auto run,auto sprint. 
Last Update: 12 May 2014 Downloads: 8 


S Dcuo COMBO MOD 2. Works on ps4 as i have already tested and used this combo 
mod scrpit on ps4. And it should also work on ps3. you might have change where it 
says ps4 in the script to ps3 if you want to use this combo mod while playing dc 
universe online game on your ps3. 


The GPC script information describes what the script does, we recommend the authors be very precise 
when giving names and describing your scripts. The user should be able to know if the script was made 
for a specific game, what it does and how how to operate it. On the script info box the user can also know 
when the script was released, how many time it was downloaded, and the rating from our community. 


@ Download 


The download button will open the correspondent GPC script in the Compiler editor, so you can check and 
test the script before program it in your Titan One device. 


S Scripts Sorting 


Change the sort order of the current GPC script list by "Recent Updated", "Rating", "Downloads", "Name" or 
"Author". This makes easier for you to see the most relevant GPC scripts based on the chosen sort criteria. 


@ Scripts Eo 


| list of ae scripts = up to 10 scripts per page, the navigation controls are used to traveling through 
the available pages. On the buttons you can go to the next or previous pages, and on the dropdown box 
you can jump to any available page in the current searching criteria. 


eo Search Box 
Scripts 


Search 


The search box are used to allow users to enter a query to be submitted to the Online Library server, where 
GPC script database is queried for entries that contain one or more of the user's keywords. This is a useful 
tool to search scripts developed for a specific game, author or with some desired functionality. 


6 | Categories 





The author of GPC scripts can select one or more categories for each published 
script. This allows the users to search for scripts in a specific category. 

Show All 

PS4 All available categories are listed in this list, clicking on the category name will 


XBox One shown the related scripts. 
PS3 


XBox 360 


Wiimote 
Shooting 


Racing 
Action 
Sport 
Fighting 
Platform 
Music 
Flying 
RPG 





& ConsoleTuner Links 


ConsoleTuner links for: 
Tuner 





* manage your published scripts 
My Published Scripts ae P P 


GPC Scripting Reference * open the GPC Scripting Reference 


Community Forums * access our online community 


Visual Scripting 


For the first time those who are not well suited to writing code can finally create their own custom MODs and 
features for their controllers using a visual interface. By dragging and dropping GPC Blocks on to a blank canvas, 
the user can create simple and complex modifications visually without writing a single line of code. This code can 
also be tested and programmed on to one of the 9 Titan One memory slots for use in-game with the click of a button. 


ae 
ae 


Internet connection is required to access the Visual Scripting features. 


Internet Explorer 10.0 or higher is required to run the Visual Scripting. 


Categories Toolbox Visual to GPC Workspace Delete All 
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Trash Can 


@ Categories 


Toolbox 


10 Functons 


Press Time 


Workspace 








The GPC Toolboxes are organized in categories. Clicking on the category name opens the 
corresponding Toolbox: 


¢ 10 Entries: References to the controller inputs (buttons, analog sticks, sensor, etc). 

¢ 10 Functions: Special GPC blocks to access and manipulate IO Entries. 

¢ Logic: Blocks for complex conditions used in decisions. 

¢ Math: Blocks for calculating. 

¢ Combos: Pre-made GPC combos. A set of actions programmed to be automatically 
performed in sequence. 

¢ Rapidfire: Basic Rapidfire Blocks. 

¢ Rapidfire X: Conditional/Advanced Blocks. 

¢ Bumpers/Triggers Swap: Swap the bumper and triggers to convert your controller to 
Xbox to PlayStation style or vice versa. 

¢ Easy Sprint: Your character will sprint if the thumbstick is FULL pressed forward. The 
character will walk regular speed if the thumbstick is only slightly pressed forward. 

¢ Quick Scope: Quick scope is to use with a sniper rifle. It scope IN and fire the shot as 
the gun scopes in. Perfecting the aiming and timing will allow you to become a one-man 
commando with your sniper rifle. 

¢ Hold Breath: Automatically holds the sniper's breath when scoping in. The player no 
longer has to push the left thumbstick to hold breath. 

¢ Double Jump: Automatically performs the highest double jump just by pressing the 
jump button. 

¢ Invert Y Aim: Blocks to invert the direction on the Y aiming axis. 


The toolbox contains GPC blocks which you can use to build a GPC script in the 
workspace. To use the GPC Blocks, click on any of the block and drag it into the 
workspace. 


The white area where the GPC Blocks are 
gathered and connected. 


Set PS4 TRY ¥) to inv * | Get 


eee RY © 
¢ Add blocks to the workspace: Drag the 


Swap || PS4 (Gig with || Ps4 Gag blocks from the GPC Block toolbox. 


Swap | PS4 (RRQ with: Ps4@y ¢ Delete blocks from the workspace: 
« if | Get "x61 Ging Right click and choose delete, or simply click 
the intended block and hit the backspace key. 


¢ Disable blocks so that the code will not 
be generated: Right click on the block, and 
ree - ; mse choose disable block. The block will become 
Turbo | XB1 Gums Hold: GY Release: 4 semi transparent as an indication. A disabled 
block can still be selected and enabled. 


Lema che RT * mee 40 Bs oe 120) 


¢ Collapse blocks to save space: 

= a Individual blocks can be collapsed. Right 
ees PSA EES | Holt: Gi) Release: Go) click on the block and choose collapse block. 
As a result, all inputs of the collapsed block 
will follow suit. The blocks can be expanded 
again, by right clicking the block and choosing 
the expand block option. Note that this is 
different from expanding blocks to show 
different functionalities at different levels. 





¢ Copy a block: Right click on the block 
and choose duplicate. Another option is to 
click the block and press Ctrl+C and then Ctrl 
+V keys. 


4 | Visual to GPC 
mB 


Generate and open the GPC Script equivalent to the GPC Blocks structure currently in the workspace. 


e Trash Can 


U 


To delete a GPC Block, or a group of blocks, drag it to the trash can. Or highlight the block, and press 
"Backspace" or "Delete". 


6 | Delete All 


Clicking on this button will delete all blocks in the working space. 


Compiler 


The compiler working panel features an fully integrated development environment (IDE) that provides 
comprehensive facilities to programmers for GPC scripting development. It consists of a source code editor, syntax 
highlighting, integrated GPC compiler and a testing tools. The compiler translates a high-level GPC code into a very 
simple bytecode, that later is executed by the virtual machine of Titan One device. The GPC compilation process 
eliminates a number of costly operations that interpreter has to perform, which means an improvement of a factor 
of 10 in speed if compared with an regular interpreted language. 





To compile a GPC script first open the script in the source code editor and then press F7 (or click on Compile 
icon), the Output area will show the compilation result, such as errors and warnings found in the source code, the 
bytecode size and the stack memory usage. 


File Edit View Compiler Tools Plugins Help 
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4 | 1: BioShock Infin...| 2: Dark Souls.gpc | 3: Diablolll.goc | 4: LANowe.goc ~ 5: Skyrim.gnc | (6: Star Oust..x | 7: Uncharted3.... 8:Brad.gxc > 9 


6 

Tint slow = FALSE; 

8 

Qmain { 

i0 // Circular automatic shooting when Right analog is not in use. 
11 if(abs(get_val(PS3_RX)) < 20 6& abs(get_val(PS3_RY)) < 20) { 

i2 combo_run (CircleAutoShot) 

i3 } else if(combo_running(CircleAutoShot)) combo_stop(CircleAutoShot): 
i4 

is // Li to limit top speed, good for precise maneuvers. 

16 af(get_val(PS3_Li)) ¢ 


if(get_val(PS3_IX) > 55) set_val(PS3_ix, 55); 
else if(get_val(PS3_LX) < -55) set_val(PS3_LX, -55): GPC Code Editor 
if(get_val(PS3_LY) > SS) set_val(PS3_LY, 55): 


else if(get_val(PS3_LY) < -5S) set_val(PS3_LY, -55): 
set_val(PS3_Li, 0): 














} 


// Select button to turn on/off slow motion mode. 
if(event_press(PS3_SELECT)) slow = !slow: 
if(slow) combo_run(SlowMotion);: 


29 combo SlowMotion { 
30 set_val(PS3_START, 100); 


GPC: Build started 
> 6: Star Dust HD.gpe : C:\Users\Jefferson\Desktop\Star Dust HD.gpe 


> Bytecode size: 638 bytes (15.6%) F 
> Stack memory: 7 words (6.3%) 9 compite Output 
Build succeeded with 0 warnings... 


| Online library || Visual Scripting | «GPC Compiler | Programmer | Latest News 
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Visual to GPC F4 
Compile F7 Build and Run 
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Compiler Tab Bar 


4 1: BioShock Infin... 2: Dark Souls.gpc 3: Diabloll.gpc 4: LA Noke.goc 5: Skyrim.gpc '6: Star Dust... x | 7: Uncharted3.... 8: Brak.goc ob & 


The compiler tab bar allows you to select between different opened GPC scripts. The first 9 GPC scripts in 
the tab bar receive a number, which correspond to the memory slot that the script will be stored in the Titan 
One device when running the command "Program Device". You can rearrange the order of GPC scripts 
in the tab bar by dragging and drop they. When you make changes in the source code an asterisk (*) will 
be displayed in the tab title, indicating the file was not saved yet. 





GPC Code Editor 


6 A 
7int slow = FALSE; 
es 






Smain { 

i0 // Caxrcular automatic shooting when Right analog is not in use. 
i1 if(abs(get_val(PS3_RX)) < 20 && abs(get_wal(PS3_RY)) < 20) { 

i2 combo_run(CircleAutoShot) : 

i3 } else if(combo_running(CircleAutoShot)) combo_stop (CircleAutoShot) : 
24 

is // Li to limit top speed, good for precise maneuvers. 

16 if(get_wal(PS3_Li)) ¢ 

7 if(get val(PS3 LX) > 55) set val(PS3 LX, 55): 

is else if(get_val(PS3_IX) < -55) set_val(PS3_LX, -55): 

19 if(get_vwal(PS3_LY) > SS) set_wal(PS3_LY, 55): 
20 else if(get_val(PS3_LY) < -55) set_val(PS3_LY, -55): 
2i set_val(PS3 Li, 0): 
22 } 
23 
24 // Select button to n on/off slow motion mode 
25 if(event_press(PS3_SELECT)) slow = !slow: 
26 if(slow) combo_run(SlowMotion): 
27) 
28 
29 combo SlowMotion { 

30 set_val(PS3_ START, 100): 7 


The compiler editor is designed to edit GPC souce code files, allowing text formatting, search and real- 
time syntax highlight. Highlighting ensures that the code elements are displayed in different colors based 
on the GPC language syntax, this greatly improves the readability of the code and makes it easier to spot 
and avoid mistakes. 


Compiler Output 
Output: 
------ GPC: Build started ------ 
> 6: Star Dust HD.gpe : C:\Users\Jefferson\Desktop\Star Dust HD.gpe 
> Bytecode size: 638 bytes (15.6%) 
> Stack memory: 7 words (6.3%) 
Build succeeded with 0 warnings... 
The compiler output area shows the compilation result of the active GPC source code. The compilation 
process can be started in many ways, from the usual Compile command, passing through the "Build and 
Run", "Program Device" and others commands, up to a request from a plugin. Regardless of how the 


compilation process was started, the results will always be displayed in the output area. 


The results of a compilation process consist of: warnings and errors messages, the size of bytecode and 
the amount of stack memory used by static variables and combos. Inside of parentheses you can find the 
percentage used of the maximum allowed. Keep in mind that warning messages are also a kind of error. 
For example write a value out of range into a variable may cause unexpected behaviors and be very hard 
to debug. It is highly advisable find and fix all warning problems. 


Editor Status Bar 
Ln 20 Col 54 INS 


The status bar shows additional information about the currently active GPC script editor. The first two 
sections are the current line (Zn, first line is line 1) and the current column (Col, first position is 1). The last 
section shows the current overtype status. IVS means insertion and OVR means overtype. Pressing the 
key Insert of your keyboard switches between insertion and overtype typing mode, the displayed cursor 
will change it's shape accordingly. 


Compile 
a 


The compile command, as its name implies, compiles the active GPC source code. It is primarily used 
to verify if the script has lexical or syntactical errors and warnings. The compile command can also be 
executed by the shortcut key F7. 


Build and Run 
b 


The command "Build and Run" (shortcut key F5) compiles the active GPC source code and load its 
bytecode directly into device's RAM. The GPC VM will automatically run the loaded bytecode, so you can 
test your script on-the-fly and check all the inputs and outputs using the Device Monitor. You can set a 
configuration to automatically open the Device Monitor on the Gtuner options. 





The LED display will change to a two bar sign, indicating a script (technically its bytecode) was loade 
by the "Build and Run" command. 





This command is only available when the Titan One device is connected to your computer by the PCPROC 
side port, through a USB cable. 


Publish Script 


vt 


You can share your GPC script with the Titan One community by publishing it in our database. But before 
publishing your script, make sure you have tested it and it runs without any errors. Click on the "Publish 
Script" command to open the publishing form in your default browser. Please fill all required fields correctly 
before submit it. A published script will be available for download in the Online Library of the Gtuner 
program. 


Export Bytecode 


scp} 


The bytecode of a GPC script can be exported to a file. This feature is used by the Titan One team to 
publish Gamepacks and currently does not have a real application for the users. 


Program Device 


You can store up to 9 GPC scripts (technically its bytecode) into memory slots of Titan One device, thus 
you can access your favorite scripts without the needing of a PC. The first 9 GPC scripts in the compiler's 


tab bar get a number which correspond to the memory slot in which it will be stored. The order of the scripts 
in the tab bar can be changed via drag and drop. 


The command "Program Device" will compile these scripts, any compilation errors will abort the operation. 
The produced bytecodes are saved into a special structure and a wizard window will be opened to guide 
you through the device programming process, as show in the next picture. 


Program Device Slots 
Script/GamePack bytecodes summary 


Total 9: 6458 bytes 
slot 1: 314 bytes 
slot 2: $19 bytes 
slot 3: 1016 bytes 
slot 4: 301 bytes 
slot 5: 426 bytes 
slot 6: 638 bytes 

STORAGE slot 7: 1054 bytes 


WIZARD othe see ee bree 


This operation will overwrite all bytecode 
data on Device. 


| ok | | Sance 





After the programming process you can run your script by selecting the correspondent slot number in your 
Titan One device. At this point you don't need have your device connected to your PC anymore. 


The LED display will show the currently active slot number. 


File Management 





Ctrl+N 
Ctrl+M 





| New Empty File 
| GF Open... Ctrl+O |) GPC Script 
Save 
Save As... 
Save All 
Save All and Exit 






Remap Sample 
Combo Rapid Fire 


Ctrl+S 



















Ctrl+Shift+S 






Ctrl+Shift+P ; 
ore Save Project 





Save Project 
Save Project As... 





Close 






Close 
Close All 








Recent Files 







Recent files 








Exit 
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The file management operations refers to the manipulation of GPC files and GPJ project files. The operations 


goes from the creation of a new files, up to how to save, open, and close files. 


i 
New » Empty File 
Ctrl+O |} GPC Script Ctrl+M 





Ctrl+N 





«Open... 
Ctrl+S Remap Sample 


lel Save 
Combo Rapid Fire 
To create a new file, go to File->New->GPC Script menu (Ctrl+M) or just press the correspondent icon 








= 


in the toolbar. A base script will be created and a new compiler tab will appear with the title "New". The 


option Empty File (Ctrl+N), as the name implies, just create a blank file. The menu File->New also 
contain templates of simple scripts to illustrates some basic structures of GPC programming language. 


GPC files placed in the subdirectory "gpcnew" of the working directory are also listed in this sub-menu. 


This feature allow the user create and maintain custom GPC file to be used as default files. 


Open 
Ctrl+O 


Gy Open... 
Opening goes very similar to any other windows application. To open a GPC or GP4J file, simply go to File- 
>Open, click on the open icon in the toolbar or use the shortcut key Ctrl+O. A dialog will appear and you can 


select one or multiple files to open. Each file will be opened in an individual compiler tab, if a file was already 
opened, its correspondent compiler tab will get focus. You can also open GPC and GP files by double 
clicking on their icons, for that you need to associate these files with Gtuner software in Gtuner Options. 





Save 
ll Save Ctrl+S 
Save As... 
GI Save All 
Save All and Exit Ctrl+Shift+S 


Saving a GPC file can be done in multiple ways. The default way is to select File->Save on menu (Ctrl 
+S), or clicking on the save icon in the toolbar. If it is an existing file it will be overwritten with the current 
contents. If you want to save all the GPC files you have opened at once, you can select File->Save All in 
the menu, or on its icon in the toolbar. If the file has yet no name (for example, if you had created a new 
GPC file), or you selected File->Save As, the save file dialog will pop up, asking you for the name of the 
GPC file. You can then choose the location and the name of the file. 


To indicate that a GPC file was changed and has not yet been saved, an asterisk (*) will be displayed in 
its tab bar, after the filename. 


To quick close Gtuner Pro and yet save all opened documents the keyboard shortcut Ctrl+Shift+S can be 
used (Save All and Exit). 


Save Project 
Save Project Ctrl+Shift+P 
Save Project As... 


The references to all opened GPC scripts can be saved into a project file (GPJ). A project file is a easy 
way to recall the currentely opened GPC files (session), such that, opening a project file is the same than 
open all script files belonging to the project one by one. 


Close 
a4 Close 
Close All 


In order to close the GPC files you have open, you have multiple options at hand. Remember that if you 
have any unsaved data in a GPC file, Gtuner will always ask you if you'd like to save those changes before 
closing any file. Primarily, you can close any file by selecting File->Close. To close all files, select File- 
>Close All. Finally, you can close any active tab by clicking on the cross in the right corner of the script tab. 


Recent Files 


Recent files > 


The Gtuner keeps a list of the 10 most recently opened files in the File->Recent files menu, so you can 
reopen them quickly by simply click on the file name. 


Editing, Searching and Replacing 


Primarily editing GPC source codes is done by simply using the keyboard to change the contents, inserting 
and deleting text as needed. The GPC editor supports all standard operations Undo, Redo, Cut, Copy and Paste. 
These operations can be found in most editors and perform in very similar ways. You can perform these operations 
by selecting the corresponding menu item in the Edit menu, by clicking its button on the toolbar or by using the 
keyboard shortcuts. Additionally these operations are also available in the context menu. 


“) Undo Ctrl+Z 
ee ae Bp undoredo 
.edo Ctri+¥ 


Cut Ctrl+X 







Copy Ctrl+C 
(MS, Paste Ctrl+V 
Select All Ctrl+A 


Clipboard 


Select All 


Word Wrap / All Characters 
Hae adds sBag\|H\B E(B cl 


Indentation 

Indenting text is a common operation when dealing with source code editing, and the GPC editor have full 
support for it. Indentation is the addition of extra white space at the start of a line to separate blocks of text, adding 
a hierarchy. Normally when editing, pressing the Tab key will insert a tab character at the current location. However, 
if some text is selected, pressing the Tab key (by default) will add additional white space at the beginning of each 
line that has any selected text, allowing to indent entire blocks of text at once. Pressing Shift-TAB will remove the 
indentation. 


Overtype 

You can enable and disable overtyping (that is, instead of inserting characters at the cursor, you replace them) by 
pressing Insert key of your keyboard. The rightmost section of the statusbar will indicate the current mode: INS for 
inserting characters, OVR for overwriting them (overtype). The displayed cursor will also change shape accordingly. 


Selecting Text 

As with any known text editor, you can select text using either the mouse or keyboard. Selected text can be 
moved to some other part of the same document, copied elsewhere in the same or another document, searched 
for text, deleted, an more. When using the mouse, the most basic way - but there are other - is to drag the mouse 
from start point to end point. You can also double click a word to select it, or triple click on a line to select it. The 
same effect is achieved by a simple click on the line number margin, when displayed. You can extend a selection 
by shift clicking its new insertion point. When using the keyboard, the expected procedure is to use navigation keys 
in conjunction with the Shift modifier. 


2; 
300, RFB T2 = 40; 


13 define MODE B 
14 define RFB Ti 


is 

16 // Buttons Assignments 

17 If ----------------------- 
18 remap PS3_R3 -> PS3 L3; ff -B3: Sprint 

19 remap PS3_L3 -> PS3 R3; ff B3% Crounch 

20 remap PS3_R2 -> PS3_CROSS; (ze Jump 

21 remap PS3 L2 —> PS3-R2; // L2 Throw Grenade 
22 remap PS3 CROSS -> PS3_L2; // CROSS: Alternative 
23 // CIRCLE: Melee 

24 // SQUARE: Reload 

25 // TRIANGLE: Change Weapon 
26 [[ ---------------------- 4 
27 


28 int mode = MODE B, tl = RFB Tl, t2 = RFB T2; 
29 int autoSwitch = TRUE; 


To select a rectangle, use the above methods while also holding the Alt modifier key down. For example, the 
basic way with the mouse is to Alt-click the start point and Alt-move the mouse to the end point, and so forth. It is 
possible to combine a stream selection and rectangular selection, using the keyboard. 


gg Undo/Redo 
“) Undo Ctrl+Z 


Redo Ctrl+¥ 





Undo is a command that erases the last change done to the GPC script file, reverting it to an older state. 
The opposite of undo is redo. The redo command reverses the undo or advances the buffer to a more 
current state. 


© Clipboard 
Cut Ctrl+X 


Copy Ctrl+C 
(FL Paste Ctrl+V 


The clipboard is a software facility that can be used for short-term data storage and/or data transfer between 
GPC script files, via copy, cut and paste operations. 


@ Select All 
| Select All Ctri+A | 


Selects all the source code of a GPC script file. 


4 | Searching and Replacing 
| GA Find/Replace..  Ctrl+F 


You can search text as in most programs using the Find dialog (Ctrl+F). The find dialog will always stay 
on top of the text, but you can still editing the text if it's opened. 


Fd wt 


Replace with: Replace 


Replace All 
Cancel 


[_] Match whole word only 
[_] Match case 





In the Find what field, type the text you want to find. Match whole word only will only result in a hit if the 
match consists of an entire word, not if it's partial (for example, but not limited to, white space separated). 
Match case enforces that hits have exactly the same case as the query. If this is disabled, the search is 
case insensitive. The search direction determines to what relative direction of the cursor will be searched. 
Up means text before the cursor will be searched, Down means text beyond the cursor will be searched. 
To find the (next) hit, press Find Next (or Enter). 


The Replace dialog is a supplement to the Find dialog. All the same rules still apply, but now you can 
replace the found text with some other text., or nothing if you want to remove it. Replace All will replace 
all occurrences of the query with the replacement text. 


5] Word Wrap / All Characters 
a @ 


Word wrapping means that lines that are longer than the actual width of the screen are wrapped (that is, 
continued on a new line), without actually inserting any newline characters. Show All Characters displays 
newlines, spaces and tabs characters by visual cues that are added to the code where newline, space 
and tab characters are located. 


Programmer 


The Programmer panel empowers easy access to all Gamepacks, GPC Scripts, Remapping Profiles and 
GPC Files. You can choose up to 9 bytecodes to be programmed into Titan One memory slots using the Gtuner 
software, making any combination of Gamepacks (ready to use MODS for games), Remapper Profiles (created 
with MaxRemapper plugin), Compiler Scripts which are custom GPC scripts that you are working on the Compiler 
working panel, or GPC script files (your saved scripts files). 


Scripts 


[=i] Visual Scripting 

Py] Diablollll.gpc 

eB] Guitar Hero.gpc 

| HighVelocityBowding.gpc 


Bl ICO.gpc 


| inFammous.gpc 

Pl KillZone3.gpe G 

FLA Noire gpe Compiler Scripts 
Hl MaG.gpc 

eB ModNation Racers.gpc 

Bl RagDoliKungFu.gpc 


Bl Skyrim.gpc 


| Uncharted 3.gpc 
Pl WipeoutHD.gpc 


Profiles 
fl Forza 4 with DS3 Motion Sensor 


=) PS3 Ctrl on XB360: burnper-trigger remap 
e] XB360 Ctri on PS3: bumper-trigger remap 


Remapper Profiles 


GamePack Configuration ( 


Gl Battlefield 4 

hal Battlefield 4: Special Tactics (Titan One) 
Bd Battlefield Hardline (Titan One) 

BA Battlefield Serves 

=| BioShock Infinite (Titan One) 

al Black Ops 2 

[neal Call of Duty Series 

fn] Call of Duty: Ghosts 

al Destiny (Titan One) 

=| Forza 5 (Titan One) 


Bl God of War 
Gran Turis GamePacks 
=| Knack (Titan 


Fl MK9 Finalizations 
< 


Modern Warfare 2.gpc 


[) ModNation Racers. 
=) RagDoliKungFu.gp 
|} Skyrim DS3.gpe¢ 


>) Skyrim.gpc GPC Files 


>} Smash Cars.gpc 
[>) Star Dust HD.gpe 
= uc3 Taunt.gpc 


Synchronize Local Memory Slots 


foal Battlefield 4: Special Tactics (Tit... 
@& 2014-08-23 21:31:45 

fal Destiny (Titan One) (1.0) 

@& 2014-08-23 21:32:10 


[=| Diablolill.gpc 
(& 2014-08-23 21:32:13 


fl Forza 5 (Titan One) (1.0) 
@& 2014-08-23 21:32:20 


fa] Visual Scripting 
2014-10-31 13:07:45 


fa] Forza 4 with DS3 Motion Sensor 
2014-08-23 21:32:16 


fal Knack (Titan One) (1.0) 


=| Skyrim.gpc 
(& 2014-08-23 21:32:27 





Program Device Slots 


To insert a particular Gamepack, GPC Script, Remapping Profile or GPC File into a memory slot just drag- 
and-drop it from the correspondent list to one of the Memory Slots. Once in the memory slot, the bytecode remains 
there until you replace it or until you clean the slot. Please note that any update in the bytecode's source will not 
automatically take effect on the bytecode in a memory slot. You need to manually update the bytecode by drag- 
and-drop it again to the memory slot. 


1 | Compiler Scripts 


Scripts 


fl Visual Scripting 

i=} Diablolll.gp<¢ 

=) Guitar Hero.gpc 

i=} HighVelocityBowling.gpc 


is) ICO.gpe 


inFamous.gpc 


=} KallZone3.gpc 

=] LA Noire.gpe 

&] MAG.gpc 

=} ModNation Racers.gpc 
Bi RagDoliKungFu.gpe 
ie} Skyrim.gpe 

=) Uncharted 3.gpc 

i=} WipeoutHD.gpc 





GamePacks 


= Battlefield 4 

i=) Battlefield 4: Special Tactics (Titan One) 
BR Battlefield Hardline (Titan One) 
=| Battlefield Series 

i=) BioShock Infinite (Titan One) 
B Black Ops 2 

=| Call of Duty Series 

i=} Call of Duty: Ghosts 

i=] Destiny (Titan One) 

i=} Forza 5 (Titan One) 

is} God of War Series 

i=} Gran Turismo 5 

B Knack (Titan One) 

iS] MK9 Finalizations 

< 





Remapper Profiles 


Profiles 
=} Forza 4 with DS3 Motion Sensor 
] PS3 Ctrl on XB360: bumper-trigger remap 
i=} XB360 Ctrl on PS3: bumper-tngger remap 





@ GPC Files 


The very first item is the GPC Blocks from the Visual Scripting panel, the 
remaining items from this list are the scripts currently open in the Compiler 
panel. These scripts are developed by you or downloaded from the online 
library. 


Dragging and drop a item from this list to a memory slot will automatically 
compile the GPC script to generate the bytecode. Any compilation error will 
abort the operation and a error message is shown. 


All available Gamepacks are shown in this list. A Gamepack is a set of 
MODs developed for a specific game to improve the gaming experience. 
Usually a Gamepack can be customized by enabling or disabling MODs or 
adjusting parameters. The instruction of how to use a Gamepack can be 
accessed by double-clicking the help icon located next to the Gamepack's 
name. 
Internet connection is required to access the Gamepack 
features. 
Dragging and drop a item from this list to a memory slot will automatically 
download the Gamepack's bytecode from our server. The downloaded 


bytecode is serial number locked and can be only used by the Titan One 
device with the same serial number. 


This list shows all available profiles of remapper plugin. The Max Remapper 
plugin should be installed in order to use this feature, it allows you easily 
(without any programming knowledge) remap all buttons, analog sticks and 
sensors to accurately customize the controller layout of any game. The 
Max Remapper is a official plugin and can be downloaded using the Plugin 


Manager. 


Dragging and drop a item from this list to a memory slot will automatically 
generate a bytecode for the correspondent profile. 


Modern Warfare 2.gpce 
™] ModNation Racers.gpc 
™) RagDollKungFu.gpe 
es) Skyrim DS3.gpc 


™) Skyrim.gpe 

™] Smash Cars.gpc 
=) Star Dust HD.gpc 
™] UC3 Taunt.gpe 
rm .. * -- 





Device Memory Slots 


oi &| WwW BR!) 


~J Oo) 


Memory Slots 


=) Battlefield 4; Special Tactics (Tit... 
& 2014-06-23 21:31:45 

B Destiny (Titan One) (1.0) 

@ 2014-06-23 21:32:10 

| Diablolll.gpc 

(8) 2014-08-23 21:32:13 

A Forza 5 (Titan One) (1.0) 

@ 2014-06-23 21:32:20 


el Visual Scripting 
(8) 2014-10-31 13:07:45 


=) Forza 4 with DS3 Motion Sensor 
ty 2014-06-23 21:32:16 

i=} Knack (Titan One) (1.0) 

@ 2014-08-23 21:32:24 


| Skyrim.gpc 
(8 2014-08-23 21:32:27 





Device Serial Number 


This control is a GPC file listing from your local disk system. The default 
starting directory is the same you last used to open or save a GPC file. 


Dragging and drop a item from this list to a memory slot will automatically 
compile the GPC file to generate the bytecode. Any compilation error will 
abort the operation and a error message is shown. 


On the left-side of the Programmer working panel you have the 
representation of all 9 memory slots of your Titan One device. To insert a 
particular Gamepack, GPC Script, Remapping Profile or GPC File into a 
memory slot just drag-and-drop it from the correspondent list to one of the 
Memory Slots. Once in the memory slot, the bytecode remains there until 
you replace it or until you clean the slot. 


On each slot you can check the bytecode type and name, the date and time 
when it was placed into the slot and if it is serial number locked. Please note 
that any update in the bytecode's source will not automatically take effect 
on the bytecode in a memory slot. 


Cleaning a Memory Slot 

To remove a bytecode from a memory slot simply click on the checkbox 
next to the slot and then click on the red trashcan icon. You can check more 
than one slot at the same time, the clean operation will remove the bytecode 
from all checked slots. 





Your device's serial number is shown on the Programmer panel when you have your device connected 
to your computer. It's a unique code assigned for identification of your unit. You can select and copy your 


serial number from this text area. 


GamePack Configuration 


Gamepacks can have a set of settings for customization. The settings are usually made using the controller, 
as explained on the Gamepack instructions. However, you can also customize a Gamepack using the 
configuration interface, by clicking on the slot number associated to the Gamepack. Please visit the 
Gamepack Configuration section for more details about how to setting up a Gamepack. 





Program Device Slots 


o» Program Device 


The changes made on the memory slots are not automatically updated to your Titan One device, even for 
the clean operation. Click on the Program Device Slots button to start the updating, a wizard window will 
open to guide you through the device programming process. 


9 | Synchronize Local Memory Slots 


The "Sync Slots" operation replaces all data of the local memory slots with the bytecodes (Scripts/ 
GamePacks) from the Titan One device. 


GamePack Configuration 
Gamepacks can have a set of settings for customization. The settings are usually made using the controller, as 


explained on the Gamepack instructions. However, you can also customize a Gamepack using the configuration 
interface, by clicking on the slot number associated to the Gamepack. 


Configuration type: Choose One Value Configuration type: Enter a Value 
































Press Sensitivity 





SHOT MODE 
Scope Shot: Scope Disable 











SCOPE MODE 
Mod Disabled 











QUICK SCOPE: Adjustable Parameter 
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(| (9) Indude configuration when programming device Close 





Enable Configuration 


Ww 


4 “)) Reset Configuration 


GamePack Instructions 


© Configuration type: Choose One Value 
RAPIDFIRE 





Adjustable Pulse Rapidfire v 





Configurations in drop-down list allows the user to choose one value from a list of available options. When 
a new value is selected the control displays the active value. 


Configuration type: Enter a Value 
RAPIDFIRE: Adjustable Parameter 





E iE 


¥ 





Configuration in a spinner, also known as a numeric updown, allows the user adjust a value in an adjoining 
text box by either clicking on an up or down arrow, or by holding an arrow down, causing the value in the 
text box to increase (if the up arrow is held down) or decrease (if the down arrow is held down). The value 
of the spinner is displayed in a text box next to the spinner, allowing the user to use the spinner to adjust 
the value, or to type the value into the text box. 





Enable Configuration 
¥| Indude configuration when programming device 











Check this option to include this configuration when programming the Titan One device slots. 


The slot settings on Titan One will be overwritten by the current configuration, the changes made direct 
on device (using the controller) will not be reflected in the Configuration Interface. 


o GamePack Instructions 
E24 


The instruction of how to use a Gamepack can be accessed by clicking the CHM button. 


5 | Reset Configuration 


3 
Reset the Gamepack settings to default values may be required in case of starting a new configuration. 
Restoring the default settings of the Gamepack can be done through the indicated button, a warning 
message box will pop-up to confirm the operation. 


Latest News 


The Latest News panel displays the most recent releases, promotions, announcements and contests from 
ConsoleTuner, as well as useful shortcuts to specific web pages, documentation and operations. 


Titan One vs CronusMAX 


¢ Call of Duty Advanced Warfare PRE-LAUNCH Gamepack 


October 28, 2014 Ang 
Anticipating the launch of Call of Duty Advanced Warfare, , 


we are releasing the pre-launch Gamepack for this game, 

based on the CoD Ghosts Special Tactics. As soon the our CromusMAX device doe 
game releases, the final version of the CoD Advanced Gtuner Pro? Not a problem 
Warfare Gamepack will be specially tweaked and 


updated. Your feedback is very welcome! Please let us 
GPC SCRIPT OF THE WEEK know how this Gamepack performs on the game and what 
we can do to make it perfect! The CoD Advanced Warfare 


aa) Gamepack is now available on Gtuner PRO 
Blacklight Retribution Gamepack! 
Battiefield 3 wiimote scr 


October 27, 2014 

Titan One owners can now enjoy the Blacklight 

Retribution Gamepack. Featuring rapidfire, secondary 
UKE US ON FACEBOOK rapidfire, anti-recoil, turbo melee, easy sprint and more. 

The Blacklight Retribution Gamepack is now available on 

Gtuner PRO, enjoy! 


¢ Gtuner Pro 3.15 and Titan One FW 2.08! 
October 25, 2014 


We are happy to announce the release of a new version of 

Gtuner Pro 3.15 and of Titan One firmware 2.08, featuring 

the Tournament Edition Firmware and the P54 partial 
Orie Ltvary Vaual Sop GC Compier Prog acomer Latest tews 








Internet connection is required to access the Latest News. 





Reload 
: 


The reload button is used to refresh the current Latest News page from ConsoleTuner server. 





Gtuner Plugins 





The Gtuner functionalities can be extended with addition of plugins. A plugin can access and modify the data 
exchanged between a game controller and the console, allowing creation of very wide type of applications. A good 
example is the MaxAim DI plugin, which enables play on consoles with the keyboard, mouse, steering wheel, driving 
wheel, flightstick, fight stick, joystick (and so on) of your computer. The Combo Magick is also a very useful plugin, 
let's say you have a modded controller from a company that says their Jitter mod is one of a kind and impossible to 
copy and no one else has it. With Combo Magick you can record it and convert to an editable GPC script in seconds! 


Ti Official plugins can be downloaded, updated and deleted using the Plugin Manager on the Gtuner's 
1 Plugins menu. 


The Gtuner software has a open plugin API and you are more than welcome to create your own plugins, check 
out the "Device API" section for more information in this regard. If you created a useful plugin please contact us 
to add it to the official list. 


MaxAim: Plugin and Application 





Instructions for MaxAim DI version 4.2x 


Play PS4, XBox One , PS3 and XBox 360 games with keyboard, mouse, driving wheel, flightstick, fight stick, 
joystick and so on. The MaxAim DI enables PS4, XBox One, PS3 and XBox 360 owners to use the PC keyboard and 
mouse to play games with the accuracy and dexterity similar as enjoyed by PC gamers. Just assign your desired 
keyboard/mouse configuration to the controller inputs, configure the mouse settings and let MaxAim DI do the rest. 
It captures the keyboard and mouse input from your PC, converts these inputs according to layout you did and, 
through the Titan One device, sends your commands to console. 


MaxAim DI is able to provide the best as possible mouse translation for console games. You can adjust all 
existing mouse parameters to achieve a PC like movement between your mouse movement and the in-game reticule 
movement. All the mouse parameters (smoothness, acceleration, sensitivity, diagonal correction and deadzone) 
can have their X and Y axis adjusted independently, through a panel of intuitive controls and graphical visualization 
of the transformation curves. 


With the new Direct Input feature of MaxAim DI (v. 4.00+) you can now use any game controller of your PC 
through the Direct Input interface. This includes steering wheels, driving wheels, flightsticks, fight sticks, joysticks, 
etc. Just bind the Direct Input entries to the MaxAim DI controller layout and you are ready to go! 


All the power of GPC scripting is available to combining with any MaxAim Layout. For example: you can not 
only play Battlefield 4 on XBox One with keyboard and mouse, but you can also load a GPC script to add rapidfire, 
auto spot, quick scope, bunny hop and etc, the possibilities are endless! 





Ti The controller connected to the Titan One device works in cooperative mode with the keyboard/mouse, 
1 allowing the player to use both simultaneously to operate the console/game. 


The MaxAim DI works as plugin and as standalone application. The plugin requires the Gtuner software and 
it is accessible by the Plugin menu. The application can be launched by the provided MaxAimDl.exe executable 
file. The MaxAim DI plugin enables GPC script development for MaxAim Layouts and it is also perfect to check 
and test new layouts using the Device Monitor. When a GPC script is loaded and saved into a layout it will work 
in both plugin and application modes. 


Basics and Layout Management 


A layout is a data structured arrangement which describes how the MaxAim DI engine should map the 
keyboard, mouse buttons and Direct Input entries to the controller's buttons and how the mouse movements should 
be translated to the controller's analog stick. A layout can also contain the bytecode of a GPC script for advanced 
customization, one button press macros, automation of commands, event reaction and more. 


MaxAim DI supports multiple layouts for multiple games settings, as every game needs a different buttons 


mapping and they all have different stick dead-zones, geometries, variable sensitivity, acceleration regions, 
asymmetric sensitivity and non-linear movement. 


File Menu Active Layout Device Monitor Options 


& © © 6 @ Menu 


File Layout Options \ Direct Input Device Monitor Options Help _-§@® Toolbar 





Layout: |MyNewLayout ¥ || Enter Capture Mode | [— 


Extra Inputs 


Direct Input Enabled (XInput) GPC: None Upd/s: 1000 
———EE—EE=E=EESEE ———— SSE === SSS. 
8 9 | Status Bar @ 
Mouse Saturation Gauge Controller Buttons 





Menu 
File Layout Options DirectInput Device Monitor Options Help 
The menu bar has a set of drop down menus for easy access of all MaxAim DI functions, such as 
creating and exporting layouts, configuring mouse settings, Direct Input settings, accessing Gtuner plugin 
integration tools, displaying help documentation, interacting with application and so on. 


Toolbar 


Layout: 


¢ File Menu: The File menu contains a set of operations for layout management. 





¢ Layout Options: Menu with a set of tools and operations for configuration of active layout. 
* Direct Input: Enable/Disable Direct Input and game controller settings for Direct Input. 


* Device Monitor: Gives access to Gtuner's Device Monitor, this menu is available only in plugin 
mode. 





¢ Help Menu: On the help menu you have links to our website, to the MaxAim DI online forum and 
to access this documentation. The About item open a dialog window that shows you information 
about the MaxAim, copyright and author's credits. 


MyNewLayout ¥ || Enter Capture Mode = | 


The first control in the toolbar is a combo box which lists all available layouts, the active layout can be 
changed depending on the game you are playing. The "Enter Capture Mode" button will trap your keyboard 
and mouse inputs, so you can gaming without interfering with the computer's UI/OS. The message on 
leftmost side will be highlighted when in capture mode, it is a hint for how to stop the capture mode. 





File Menu 
3 | File: Layout Options DirectInput Device Monitor Options Help 
New Empty Layout Ctrl+N 
4 New FPS Layout 





all 
2 


fi ~~ Delete Layout 


Export Layout... 
Import Layout... 


Exit 


The File menu contains a set of operations for layout management, as following: 


« New Empty Layout: Create a brand new empty layout, with default mouse settings. This operation 
can also be performed through keyboard shortcut (Ctrl+N). A dialog box will popup to enter the 
layout name. 


* New FPS Layout: Create a basic FPS layout, with some buttons mapped (movement, aiming, jump 
button, d-pads) and with default mouse settings. A dialog box will popup to enter the layout name. 


* Delete Layout: Delete the current active layout. A warning message will be shown to confirm the 
deletion. This operation cannot be reversed once it has been done. 


¢ Export Layout: Layout exporting enables you to share layouts with your friends and to have a 
backup copy. The exporting combined with import operation can be used to clone a layout, this 
may help on the creation of a new game layout, since the basic configurations is already done. 


¢ Import Layout: Import a MaxAim layout file. The imported layout may need be renamed if the 
original name is being used by another layout. 


¢ Exit: Close the MaxAim DI. 


& Active Layout 


Layout: MyNewLayout v 


The layout combo box contains all available layouts, select the layout you want configure or for the game 
your are currently playing. The active layout is also used on export and delete operations. 





5 | Device Monitor 


GB) Open F4 
3 Close F3 


Gives access to Gtuner's Device Monitor, this menu is available only in plugin mode. 
¢ Open: Interacts with Gtuner to open the Device Monitor window. 


* Close: Close the Device Monitor window, if it is opened. 





6 | Options 
Help | 


Only ESC to leave Capture Mode 


Toggle between Esc or Ctrl+Esc as the shortcut key to leave Capture Mode. 


Controller Buttons 





a 


Extra Inputs 


The buttons, overlapping the controller image, besides of showing the mapping assignments, can also 
be used to operate the console by clicking on they as if you were pressing the controller buttons. You 
can actually see this feature in action by opening the Device Monitor and checking the output fields while 
clicking on the MaxAim buttons. 


@ Mouse Saturation Gauge 


In Capture Mode this gauge will fill green as you move the mouse, representing the current mouse speed. 
This visual indicator goes red when the mouse speed is saturated, meaning moving the mouse even faster 
will have no effect in game. 


6 Status Bar 
Direct Input Enabled (XInput) GPC: None Upd/s: 1000 


The Status Bar is an information area of MaxAim DI, found at the bottom of the main window. The status bar 
is divided into sections, each of which shows different information. The very first section displays information 
about the Direct Input and the capture mode. The second section, in the middle, shows information about 
the loaded GPC script, in the example picture there is no GPC script loaded (None). 


The last section displays the updating rate, in other words, how many times per second a data report 
is sent to the console. The higher this value the better. MaxAim DI don't impose any limit besides the 
maximum 1000 reports per second of USB architecture. The updating rate only depends of your computer 
performance. 


Layout Configuration 


Configuring a layout begins with the assigning of keyboard and mouse inputs (keys, buttons, mouse movements, 
etc) to the buttons on the controller. You can start by looking up the settings info on the PC version of the game, and 
try to use the same keys in your MaxAim layout. The second step is adjust the MaxAim DI mouse parameters to 
achieve a PC like movement between your mouse movement and the in-game reticule movement. Optionally you 
can also develop a GPC script for advanced customization, one button press macros, automation of commands, 
event reaction and more. 


Layout Options Button Mapping Additional Mappings 


© MaxAim DI Plugin v4.20 


File Layout Options DirectInput DeviceMonitor Options Help 





Layout: Battlefield 4 (PS4) ¥ |) Enter ture Mode | 


Extra Inputs 
[Fs] F6 |e] | 


Direct Input Enabled GPC: CEmu_BF4 [1153] Upd/s: 1001 


4 | Extra Inputs 





Button Mapping 
Mapping the keyboard and mouse to a MaxAim layout is easy, as well as binding a Direct Input entry. Just 
right click on any layout button and pick up an option on the popup menu. The layout can be highly 
customized, meaning you can link any keyboard, mouse or DI input to any controller entry. For example 
you can assign a mouse movement up to the motion sensor or to a regular controller button, so when you 
push your mouse up it will be translated to the CROSS button pressing. 


Keystroke 


Mouse Button 


Mouse Wheel Up 


Mouse Wheel Down 


Mouse Up 
Mouse Down 
Mouse Left 
Mouse Right 


Direct Input Catch 
Direct Input List 


@ 
Sd 
¢ 
> 
& 
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Clear 


More... 





ik The popup menu will not open if the layout editing is locked on the Layout Options menu. 


e Keystroke: Assign a keyboard key to the selected controller entry. By choosing this item a dialog box 
will open to read the input key. The MaxAim DI can recognize virtually any key available in your keyboard. 
International keyboard may show diferent key symbols on the layout buttons. 


e Mouse Button: Assign a mouse button to the selected controller entry. By choosing this item a dialog 
box will open to read the mouse button. The MaxAim DI supports mouse with up to 5 buttons. 


e Mouse Wheel: Assign the mouse wheel up or the mouse wheel down events to the selected controller 
entry. 


e Mouse Movement: Assign a mouse movement (up, down, left or right) to the selected controller entry. 
The mouse movement are usually assigned to the right analog stick, but you can assign this inputs to any 
button entry. 


e Direct Input Catch: Bind a DI input to the selected controller entry. By choosing this item a dialog box 
will open to read the DI input button from the controller. 


¢ Direct Input List: Bind a DI input to the selected controller entry. Choose a DI input from a list. 
¢ Clear: This option will clean all assignments on the selected controller entry. 
e More: Assign up to 10 inputs to the selected controller entry, check out the next subject (Additional 


Mappings) for more details in this regard. 


Biding a DI input to the selected controller entry 


Ni Titan One Exclusive Feature: Direct 
Input 


By clicking on the [Direct Input Catch], a dialog box will open and wait the user to press a button or an 


analog direction on the controller. 


Alternatively, clicking on the [Direct Input List] a dialog window will popup with all available game controller 
inputs. Select the appropriate input and hit the OK button to save your selection, or click on Cancel button 
to close the window without any changes. The user can check which inputs are active for the currently 
connected game controller on the DI Settings window. 







Game Controller Inputs: 

















Slider 1(+) 
Slider 1(-) 
Slider2(+) 
Slider 2(-) 

















OK 





¢ Analog Inputs (IX, 1Y, /Z, IRX, IRY, IRZ, Slider1 and Slider2) 

Each analog input is split in two, by its signal, representing one specific 
direction (up, down, left, right, forward or back). The meaning of the direction 
is dependent of the Direct Input entry and of the controller model. 


e DPad Inputs (POV1, POV2, POV3 and POV4) 

The POV members contains the DPad position in degrees clockwise from 
north. Where 0 means UP, 90 means RIGHT, 180 mean DOWN and 270 
means LEFT. Up to 4 DPads are supported, however only the POV1 is 
commonly found in game controllers. 


¢ Button Inputs (Button 1 to 32) 

The Buttons are grouped in an array of entries, one for each of 32 buttons. 
The meaning of each button is dependent of the controller in use. You can 
check the button actuations on the DI Settings window. 











The Additional Mappings dialog box allows you to assign up to 10 inputs to a single controller entry. The 
first one (1) is the main entry and correspond to the one in the main window. The assigning procedure is 
the same described in the Button Mapping subject. 


[+] A green line on the bottom of a given button entry indicates that it has multiple assignments. 


e@ Layout Options 





Layout Options | Direct Input Device Monitor Options Help 








Lock Editing Ctrl+L 
Layout Summary 
| Controller > ps3 
Rename... PS3 Red 
(Mouse Settings... Ctrl+M XBox 360 
XBox 360 Red 


x 


Load GPC Script Ctrl+G psa 


Unload GPC Script 


XBox One 


Set of tools and operations for configuration of active MaxAim layout, as described below: 


* Lock Editing: Checkable menu item for lock/unlock the layout editing, useful to prevent unintended 
changes on a finished layout. The lock operation can also be performed through keyboard shortcut 
(Ctrl+L). 


¢ Layout Summary: Opens the Layout Summary dialog window. It shows the layout name, controller 
type, GPC script information, all buttons assignments and mouse settings. 


* Controller: Selection menu to choose the background controller image. This setting is just merely 
visual and has no effect on the layout operation. e.g. You can perfectly use a MaxAim layout with 
a XBox One controller background on PS3 console. 


« Rename: Shows a dialog box to rename the active layout. 
« Mouse Settings: Opens the Mouse Settings window where the mouse parameters can be adjusted 


through intuitive controls and graphical visualization of transformation curves. The circle test can 
help to find out the optimal settings for every game. 





« Load GPC Script: Compiles the GPC script currently active on Gtuner's code editor. If the 
compilation succeed the bytecode of the script is loaded into the MaxAim layout. The information 
about the loaded GPC script (bytecode) is shown on the status bar. This menu item is only available 
in plugin mode. 


« Unload GPC Script: Unload any GPC Script (bytecode) of the active layou. This option is 
accessible in both plugin and application modes. In application mode this operation cannot be 
reversed once it has been done . 


Fa | Extra Inputs 


Extra Inputs 


[FS | Fo}oe] 





BREE 


The extra inputs are available mainly to be used in conjunction with GPC scripts, where you can have, for 
example, a shortcut key to start a macro or to set some configuration in your script. 


GPC identifiers for extra inputs: 


C 
C 





EMU 











EXTRAL, CEMU EXTRA2, CEMU EXTRA3, CEMU EXTRA4, 























EMU 


















































EXTRAS, CEMU EXTRA6, CEMU_EXTRA7, CEMU_EXTRA8, CEMU_EXTRA9 




















The first 4 extra inputs correspond to the motion sensors of Dualshock 3 controllers (Accelerometer X, 
Accelerometer Y, Accelerometer Z and Gyroscope respectively), any assignments to theses entries will be 
translated to the sensors when using Titan One on PS3 systems. The same is also true for Dualshock 
4 and PS4 systems, but all extra inputs are used (Accelerometer X, Accelerometer Y, Accelerometer Z, 
Gyroscope X, Gyroscope Y, Gyroscope Z, Touch, Touch X, Touch Y). Very few games makes use of the 
sensors, so you are free to use them for other purposes. 


Mouse Settings 


The most important function of MaxAim DI is how it converts your mouse input into controller stick positions. 
Console shooters were never designed for mouse control, so, incorrect conversion results in poor aim. The mouse 
settings panel features all possible adjustments you may need to achieve a PC like movement between your mouse 
movement and the in-game reticule movement. 
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Mouse Configuration: 


1. For best results with the Titan One analog mouse usage from a PC capture it may be 
required to disable the mouse acceleration native to Windows as the following: http:// 
donewmouseaccel.blogspot.co.uk/2010/03/markc-windows-7-mouse-acceleration-fix.html 





Pre-calibration: 


1. Set the in-game sensitivity to the highest, and set the system mouse DPI to the highest value. 
2. Configure the mouse DPI as described in section 11. 
3. Set the smoothness as described in section 1. 


Step-by-step calibration: 


1. Adjust the deadzone (section 7), until you feel there is no more "gaps" performing slower 
movements. 

2. Set the deadzone shape value (section 8). 

3. Adjust the acceleration (section 3), until you feel the mouse movement is linear in relation of in-game 
reticule movement. 

. Start the circle test, as described in section 10. 

. Adjust the sensitivity (or acceleration) ratio (section 4), until you get a perfect circle. 

. Stop the circle test. 

. Adjust the overall sensitivity (Section 4) to your personal taste. 


NOS 


@ Smoothness 
Smoothness 
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The mouse motion can be smoothed using previous mouse motion values, this is useful for lowering 
jerkiness, especially with a low DPI mouse (below 2000 DPI). MaxAim DI uses a non-linear filter of averaged 
mouse input over time, where the configuration value (X, Y) dictates how much the older values will have 
influence over the filtered result, in that specific axis. Bigger the configuration value, smoother will be the 
mouse movement. But there is a catch, the mouse responsiveness is also affected. 


> Response Time Curve 

@ Response Time This graph shows the mouse responsiveness based on the smoothness settings. 
The goal is reach the top value as soon as possible, but with enough amount of 
smoothness required by your mouse. 


value 


—— 





The red curve represents the X axis and the blue curve (not shown in this example) 
represents the Y axis. As the smoothness setting gets bigger, longer will be the time 
necessary to reach the top value. This interval is called "response time", also know 





as "input lag”. 
response time 
Acceleration 
Acceleration 
x: 0.814 |= 
Y: 0.814 = 





[¥] Lock [X,Y] Ratio Y/X: 1.000 


* 


The acceleration parameter changes how the game's reticule will respond to slow and to fast mouse 
movements. Values higher than 1 increase the effective acceleration, making the game's reticule move 
slower at slow mouse movements, and faster to fast mouse movements. Whereas values lower that 1 
decrease the acceleration and have the opposite effect. The goal is cancel the in-game acceleration, which 
is generally positive, meaning you have to find out the acceleration setting (usually between 0 and 1) that 
cancels the in-game acceleration. This setting is usually the third one you will make changes. 
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The sensitivity parameter is nothing more than a multiplier, the input motion is multiplied by the configuration 
value, expanding the output motion range. Increase this setting if the in-game movement is too slow, or 
decrease it if the in-game movement is too fast. This setting is usually the last one you will make changes. 


5 Acceleration and Sensitivity Curve 

5) Acceleration and Sensitivi This graph shows the effect of acceleration and sensitivity adjustments, where the 
input values are expressed along the In axis and the correspondent output value 
along the Out axis. 





The red curve represents the mouse X axis and the blue curve represents the mouse 
Y axis. 








oe Stickize 
Stickize 
x: 142 = 


¥: 142 


Lock [X,Y] Ratio YX: 1.00 |= 


Converts the values of mouse input to match the circle area of the analog stick. The possible values of the 
analog sticks are usually confined to the area of a circle, being impossible reach the maximum values in 
the diagonals. Some rare games try to fix it, which results in much more sensitive diagonal movements. In 
this case, the sitickize setting can be adjusted to cancel this effect. 


























X and Y Axis 
mouse input mouse input mo put is 9 
without stickize after stickize after stickize fter stickize 


radius = 100 radius = 113 radius = 129 


Usually this setting can be left at its default value, the only game that we know to require this adjustment 
is Battlefield Bad Company 1. 


@ Deadzone 
Deadzone 
x: 23 = 


Y: 35 = 











Lock [X,¥] Ratio Y/X: 1.52 





The dead zone parameter allows to shift the stick positions away from the analog stick center, this enables 
to skip all the stick positions around the analog stick center that do not generate in-game movement (these 
positions are called the dead zone of the analog stick). If lowest input motion do not generate enough 
movement, increase the dead zone parameter. Console games usually apply different deadzone values 
for the X and Y axis. This setting is usually the first one you will make changes, as explained in the guide 
Finding the Game Deazone. 





o Deadzone Shape 
Deadzone Shape 


@) Ellipse () Rectangle 


The deadzone shape can be set to either rectangle or ellipse. As you can adjust independently the X and 
Y it is possible to cover any possible deadzone shape. For example: to make a circle deadzone select 
the ellipse shape and lock the X/Y on deadzone settings, with a ratio of 1.00. This setting is usually the 
second one you will make changes. 


S Stickize and Deadzone Area 


Stickize and Deadzone This graph shows the shape and the area of stickize and deadzone adjustments, 
Y where the gray region corresponds to the affected area. 





The red border delimits deadzone area and the blue border (not shown in this 
x example) delimits the stickize area. 





© Circle Test 


[_] Cirde Test 





Radius: 35 


Speed: 25 


The circle test will simulate a continuous mouse circle movement using the radius length and speed value 
of the correspondent controls. Check the checkbox to start the circle test and adjust the circle radius and 
speed if necessary. Tweak the mouse settings as described in each section until the in-game reticule start 
moves in a perfect circle. 


Mouse DPI 


Mouse DPI: | 2000 = 


Set the mouse DPI value to match exactly your mouse DPI capability, a mismatching value can result in 
jerkiness. Mouse with 2000+ DPI is highly recommended. Whereas a gaming mouse with more than 1600 
DPI doesn't really make any difference on PC, it's not true with MaxAim DI, because the mouse movements 
can be decelerated to counteract the in-game acceleration. So, a high DPI mouse gives a better linearity 
(i.e. smoother movements) in this specific case. 


3 Buttons 


OK 





Press OK to apply and save the settings, or Cancel to discard any changes. Both button will close the 
Mouse Settings window. 


Direct Input and Game Controller Settings 


MaxAim DI (v. 4.00+) enables Direct Input binding to the controller layout, allowing you to use any game controller 
of your PC through the Direct Input interface. This includes steering wheels, driving wheels, flightsticks, fight sticks, 
joysticks, etc. Just bind the Direct Input entries to the MaxAim DI controller layout and you are ready to go! 


- Direct Input Device Monitor 


Enabled F5 


Direct Input Menu 









Game Controller Selection Force Feedback 





&, DlSettings.. Ctrl+D 














IRy 
Slider 1 Slider 2 
POV 2 POV 3 
Button 1 Button 2 
Button 4 Button 5 
Button 7 Button 8 
Button 10 Button 11 
Button 13 Button 14 
Button 16 Button 17 
Button 19 Button 20 
Button 22 Button 23 
Button 25 Button 26 
Button 28 Button 29 
Button 31 Button 32 
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Deadzone (X,IV,IRxJRy): | 29.) 





Deadzone Game Controller Entries Buttons OK and Cancel 


Uy Titan One Exclusive Feature: Direct Input 


Direct Input Menu 


Direct Input | Device Monitor 


Enabled F5 











&, DiSettings.. Ctrl+D 





This menu contains a set of operations related to Direct Input, as following: 
« Enabled: Enable/Disable Direct Input. If enabled the commands performed on the game controller 
will be forwarded to the console. This operation can also be performed through keyboard shortcut 
(F5). 


* DI Settings: Open the Direct Input Game Controller settings window. 


@ Game Controller Selection 
Game Controller: | Driving Force GT v 


The combo box enumerates all game controllers available in your system, to activate a specific controller 
click on the combo box and select it. Your last selection will be automatically saved and the controller can 
be used any time, as far it stays connected to your computer. 


ee Force Feedback 
[| Force Feedback 
Enable/Disable the Force Feedback of the DirectInput Controller, if avaliable. 


© Game Controller Entries 


Ix 5 ly 0 IZ 0 
IRx 0 IRy 0 IRz 

Slider 1 0 Slider 2 0 POV 1 -1 
POV 2 -1 POV 3 -1 POV 4 -1 
Buttoni 0 Button2 0 Button3 0 
Button4 0 Button5 0 Button6 0 
Button7 0 Buttons 0 Button9 0 
Button 10 0 Button 11 0 Button 12 0 
Button 13 0 Button 14 0 Button i5 0 
Button 16 0 Button 17 0 Button 18 0 
Button 19 0 Button 20 0 Button 21 0 
Button 22 0 Button 23 0 Button 24 0 
Button 25 0 Button 26 0 Button 27 0 
Button 28 0 Button 29 0 Button 30 0 
Button 31 0 Button 32 0 


All available entries of a Direct Input controller is shown in this panel. Note this is a generic structure 
and not all entries will be active for your controller. Use this panel to test your game controller and to 
check the association of a specific controller entry to its label. For example, on Driving Force GT the IX 
represents the steering wheel, where negative values means "turn left" and positive values "turn right". 
The IY is used for the pedals, the Button 10 is the Start button and so on. 


5 ] Deadzone 
Deadzone (IX,lY,IRx,IRy): | 29 = 


Set the deadzone of the analog sticks. Useful to use the DirectInput controller concurrentelly with the 
Gamepad connected on the Titan One device. 
6 | Buttons OK and Cancel 
OK Cancel 


The OK button will save your controller selection and close the window. The Cancel button will close the 
window without save any changes. 


Finding the Game Deadzone 


Smoothness Stickize 
X: 50 = X: 
Y: 50 = iz 
Lock [X,Y] Ratio Y/X:|1.00 | Lock [x,¥] 
Acceleration Deadzone 
X: 1.000 |= X: 
¥ 1.000 <= = 
Lock [X,¥] Ratio Y/X: 1.000 | = [_] Lock [x,¥] 
Sensitivity Deadzone Shape 
X: 1.000 |= 
Y: 1.000 <= () Ellipse 


Lock [X,Y] Ratio Y/X: 1.000 = 


U = Mouse DPI: 


Step-by-step 


142 
142 


Ratio Y/x: 1.00 


Ratio Y/x: 0.00 


(@) Rectangle 


2000 + 





A step-by-step guide to find out the game horizontal (X) and vertical (Y) dead zones. 


Initial Settings 
@ 1. Connect your Titan One device on the console, the PCPRO port on your computer and launch the game 


you want find out the deadzone. 


2. Open the MaxAim DI mouse settings window and configure it as show in the picture above. The mouse 


DPI parameter should be set to match the mouse in use. 


@ Enable Circle Test 


Cirde Test 
Radius: 1 


Speed: 50 
Enable the Circle Test by clicking on the correspondent checkbox. 


re) Horizontal (X) Deadzone 


Deadzone 


x: 23 = 


> 


7 0 
[_] Lock [X,¥] Ratio ¥/X: 0.00 


Increase the X parameter until notice a in-game movement on the X axis (horizontal). Take note of the 
value and set it back to 0. 


& Vertical (Y) Deadzone 


Deadzone 
x: 0 = 
Y: 27 = 


[_] Lock [X,Y] Ratio ¥/x: 0.00 


Increase the Y parameter until notice a in-game movement on the Y axis (vertical). 


5 ] Final Step 
Deadzone 


x: 23 


» 


» 


Y: 27 


[[] Lock [X,Y] Ratio Y/X: 1.17 


Return the X parameter to the value you took note in step 3 and this configuration is done. The next step 
is choose the best deadzone shape for the game. 


Capture Mode 


The capture mode of MaxAim DI seems to be something simple, after all it is only a regular button on the 
toolbar. But no, actually it is the kernel of MaxAim, everything else was built around it to ensure the best keyboard 
and mouse gaming experience on consoles ever seen. 





Layout: Battlefield 4 (PS4) ¥ >| Enter Capture Mode | | 





MaxAim DI toolbar and the capture mode button 


The first thing you may notice when entering in capture mode is the absence of mouse cursor, this occurs 
because the keyboard and mouse are being trapped (or grabbed) by the MaxAim DI. You will not be able to interact 
with the OS, MaxAim is processing all data from the keyboard and mouse, translating this information to the GPC 
normalized data format. The translation process is powerful enough to enable any mapping configuration, as well 
as the mouse translation process, which was highly optimized to give you all the tools need to achieve a PC like 
movement between your mouse movement and the in-game reticule movement. The picture below shows a high 
level flow chart of capture mode process. 









Enter Capture 
Mode? 


Release 
keyboard 
and mouse 
inputs 


Trap keyboard and 
mouse inputs 


Process the keyboard and Exit Capture 
mouse inputs according to Mode? 
active layout settings (Ctri+Esc) 





Send the final 
Merge Inputs 


Layout have 
GPC bytecode? 





Capture mode process flow chart 


Leaving Capture Mode 


To leave the capture mode just press the combination Ctrl+Esce in your keyboard. 


Side note: despite the keyboard be trapped in capture mode, some OS key combinations can not be blocked, 
like Ctrl+Alt+Del and Alt+Tab. And if, for any reason, the MaxAim DI window loose the focus, the capture mode 
will be automatically ended. 


MaxRemapper 





Instructions for Max Remapper version 1.2x 


MaxRemapper plugin enables you to easily (without any programming knowledge) remap any buttons, analog 
sticks or sensors to accurately customize the controller layout for any game, as well as sensitivity adjustments for 
any button and advanced sensitivity adjustments for analog sticks. The plugin can generate GPC scripts based on 
any profile created, allowing the user to extend it functionalities by manually programming extra features. 





Ti The MaxRemapper plugin is a official plugin and can be installed using the Plugin Manager. Once 
1 installed it can be accessed via the plugins menu in the Gtuner's toolbar. 


The MaxRemapper plugin allows you to create and maintain an unlimited number of Profiles; profiles are a 
specific set of remaps and sensitivity adjustments. All created profiles are then available in the Gtuner's Programmer 
panel to be assigned to any device's memory slot. To insert a particular profile into a memory slot just drag-and- 
drop it from the list to one of the Memory Slots. 





Basics and Profile Management 


A profile is a data structured arrangement which describes a specific set of remaps and sensitivity adjustments. 
The MaxRemapper plugin supports the creation and maintenance of an unlimited number of profiles. The profiles 
can shared (or to make backups) through the Export/Import operations. 


While the MaxRemapper plugin is running all changes made in the profile configuration area take effect instantly. 
This allows you to check and test all remaps and sensitivity adjustments on-the-fly, before you actually store the 
profile in a device memory slot. To perform the tests keep a controller connected into your Titan One device, the 
output (remapping results) can be checked during a game play or in the Device Monitor. 





Profile Menu Active Profile Profile Operations Device Monitor Help 
® Plugin v1.10 | : 
New Profile I Forza 4 with DS3 Motion Sensor ~| | > Generate GPC saipt >| (Device Monitor @) Help 


| Export Profile... 


|# Rename Profile 


tr Delete Profile 





Profile Configuration Area 


© Profile Menu 
.. New Profile I Forza 4 


@® | Import Profile... 


The Profile menu contains two commands, as following: 


* New Profile: Create a brand new profile, with default remmaping settings. A dialog box will popup 
to enter the profile name. 


¢ Import Profile: Import a MaxRemapper profile file, the imported profile may need be renamed if 
the original name is being used by another profile. The exporting combined with import operation 
can be used to clone a profile, this may help on the creation of a new profile, since the basic 
configurations is already done. 


Active Profile 


|Forza 4 with DS3 Motion Sensor 7 | 








This combo box lists all profiles you created in the MaxRemapper plugin and it is used to select a profile 
you want configure. The active profile is also used on generate GPC script, export, rename and delete 
operations. 





The profile configuration area is where you will configure your profile. Any configuration should start with 
selections of the input and output protocols. The input represents the controller you pretend to use with 
this particular profile settings and the output represents the console. 





The controller shown in the center is actually representing the output protocol (console). The input 
entries (controller) are available in the combo boxes around the controller picture. 


Check out the Profile Configuration topic for more detailed information on this regard. 





Q Profile Operations 


® Generate GPC Script | 
| Export Profile... 


| Rename Profile 
& Delete Profile 
Set of tools and operations for configuration of active MaxRemapper profile, as described below: 
« Generate GPC Script: This operation generates a GPC script based on active profile. The GPC 


script is exported into Gtune's source code editor, from where it can be edited and saved as a 
regular GPC script file. 


« Export Profile: Profile exporting enables you to share profiles with your friends and to have a 
backup copy. The exporting combined with import operation can be used to clone a profile, this 
may help on the creation of a new profile, since the basic configurations is already done. 


« Rename Profile: Shows a dialog box to rename the active profile. 


* Delete Profile: Delete the current active profile. A warning message will be shown to confirm the 
deletion. This operation cannot be reversed once it has been done. 


6 Device Monitor 


[5] Device Monitor 


Interacts with Gtuner software to open the Device Monitor window, a subsequent click on this button will 
close the Device Monitor. The Device Monitor is a useful tool for check and test your MaxRemapper profiles. 
To perform the tests keep a controller connected into your Titan One device. 


6 | Help 


@ Help 


On the help button you can access the offline version of MaxRemapper documentation. 


The profile configuration area features a set of controls to select the appropriated input and output protocols, 
to reassign buttons mappings and to adjust the sensitivity. With the MaxRemapper plugin open all changes made 
in the profile configuration take effect instantly, allowing you check and test all remaps and sensitivity adjustments 
on-the-fly, either directly while playing a game or in the Device Monitor. 


Mapping Assignments 
Input and Output Protocols 
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Ti The controller shown in the center is actually representing the output protocol (console). The 
1 input entries (controller) are available in the combo boxes around the controller picture. 


y INPUT 


Pa) el | le 





Any configuration should start with selections of the input and output protocols. 


. : The input protocol represents the controller you pretend to use and it will determine the 
available inputs in the combo boxes around the controller picture. The options from left to right 


are: Dualshock 4, XBox One Controller, Dualshock 3, XBox 360 controller and the Wiimote/Wii 
U Pro controller. 


* OUTPUT: The output protocol represents the console you pretend to use and it will determine 
controller picture on the center area. The options from left to right are: Playstation 4, XBox One, 
Playstation 3 and XBox 360/PC. 


For example: assuming you have selected XBox 360 controller as INPUT and Playstation 3 as the 
OUTPUT. If the combo box associated with the “TRIANGLE” button on the controller image is showing the 
“A” this means that the action of pressing the “A” button on your XBox 360 controller will be converted to 
the action of pressing the “TRIANGLE” button for the Playstation 3 console. 


Mapping Assignments 





The MaxRemapper allows you to perform any kind of remapping, without exceptions. For example, it is 
possible to remap the entries of the motion sensors of a Dualshock 4 or Dualshock 3 controller to the XBox 
One or Xbox 360 analog sticks or the Wiimote infrared sensors to the analog sticks, or even to remap 
a single input for multiple outputs. This makes it possible to play racing games with the Dualshock 4 or 
Dualshock 3 motion sensor on Xbox 360, play bowling games with the Wiimote, and play FPS games with 
the Wiimote+SensorBar “Point and Shoot” feature. 


The mapping assignments (remappig) procedure is very simple and intuitive. Just select the desired input 
value in the combo boxes for each output button, analog stick or sensor, as illustrated in the picture. 
Remember, the combo box represents your controller and the central picture your console. The action of 
of pressing the button you choose in the combo box will be converted to the output button associated with 
the combo box. 


Button Sensitivity 





Sensitivity Adjustment + | 
LT 
Sensitivity (%): 100 = 


Set 100% for any input value 




















The entries that represent variation of value according to the pressure applied on the button allow the 
adjustment of sensitivity. These settings can be accessed by clicking on the button next to each controller 
combo box. 


The sensitivity adjustment is performed by a percentage factor. For example, a factor of 50% means that 
the output value will be 50% of the input value. A factor of 200% means that the output value will be 200% 
of the input value. The default value is 100% meaning that no adjustment on sensitivity is being applied. In 
some situations it may be desirable to always have the maximum value in a given output, independently 
of the input value. This behavior can be selected in the sensitivity settings by activating the option “Set 
100% for any input value”. 


Analog Stick Sensitivity 





Sensitivity Adjustment ee Son 
Right Analog 
x Y 
Mid-Point (%): 5S |=) |= 
Sensitivity (%): 100 = 100 


Deadzone: SQUARE 0 = 0 








Cirde Shape |Invert || Invert 
Stickize (%): 142 = 
[DK] [cancel J 














The sensitivity adjustment on the analog sticks are a special case. The adjustment is made on the pair 
(X, Y) in order to allow a more advanced configuration. This makes it possible to have a more precise 
control of the values translation from other sources such as motion sensors, IR sensors, or the FragFX 
mouse controller for the analog stick. 


e Mid-Point: Changes the midpoint value of an entry, e.g.: the default midpoint is 50%, if you change it to 35 
you are defining two sensitivity ranges, a high sensitivity range (close to rest position) and a low sensitivity 
range (when far from rest position), as shown in the figure below: 











INPUT: 0% 50% 100% 
Default (50%) @ e e 
OUTPUT: 0% 50% 100% 
INPUT: 0% 35% 100% 
(35%) @ e & 
OUTPUT: 0% 50% 100% 
INPUT: 0% 80% 100% 
(80%) @ e 2 
OUTPUT: 0% 50% 100% 


If you configure this parameter with 80 you are defining a zone of low sensitivity when close to the rest 
position (better accuracy), and a zone of high sensitivity when far from rest position (fast movements). 


¢ Sensitivity: This is the angular adjustment, the value is multiplied to the current value of specified entry. 
100 means multiply for 1, 143 means multiply for 1.43, 72 means multiply for 0.72, e.g.: if you enter 100% 
this means your output will be equal to your input for that button or analog stick. Entering 143% means 
your output will be equal to 143% of the input value (greater than). Entering 72% means your output will 
be equal to 72% of the input value (less than). 


e Deadzone: Adjust the deadzone for the specific analog stick. The default deadzone shape is SQUARE 
but it can be changed to a CIRCLE shape. In this case the radius value of the CIRCLE deadzone is set 
in the Y field. 


e Invert: Invert the direction of the analog stick axis. If activated, pushing the stick UP will result in a 
DOWN value. The same applies to the X axis, if invert is activated, pushing the stick LEFT will result in 
a RIGHT value. 


¢ Stickize: Converts the values of Wiimote IR sensor (or mouse) input to match the circle area of the analog 
stick. The possible values of the analog sticks are usually confined to the area of a circle, being impossible 
reach the maximum values in the diagonals. Some rare games try to fix it, which results in much more 
sensitive diagonal movements. In this case, the sitickize setting can be adjusted to cancel this effect. 





























X and Y Axis 
mouse input mouse input mo put is D 
without stickize after stickize after stickize fter sickize 


radius = 100 radius = 113 radius = 129 


Usually this setting can be left at its default value, the only game that we know to require this adjustment 
is Battlefield Bad Company 1. 


Storing Profiles in your Device 
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Bl Uncharted 3.gpc FA Battlefield 4 08 2013-10-10 
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Online Library Compiler Programmer 


The Gtuner's Programmer panel empowers easy access to all your MaxRemapper Profiles. To insert a particular 
profile into a memory slot just drag-and-drop it from the list to one of the Memory Slots. For more information read 
the Gtuner's Programmer documentation. 








Combo Magick 





The Combo Magick plugin automates the creation of combo sequences by reading the controller inputs and 
converting this data into GPC code. The code optimization is focused in minimize the code size, but ensuring that 
all events are reproduced faithfully. The algorithm automatically identifies the beginning and end of the sequence 
of commands executed in the controller. You can include (or exclude) the data from accelerometers and/or DS4 
Touchpad. 


Now also think of the potential here — let’s say you have a modded controller from a company that says their 
Jitter mod is one of a kind and impossible to copy and no one else has it. With Combo Magick you can record it 
and convert to an editable GPC script in seconds! 


Plugin Operation 


WB Accelerometers Touchpad 


Capture Options 


i// Start Capture 
2// 12/11/2014 06:51:20 
3 // Combo generated by Combo Magick Plugin 


GPC Code 
set_val (P54 CROSS, 100); 
wait(100); 
set_val(PS4 CROSS, 0); 
wait(i20); 
i0 set_val (PS4 CIRCLE, 100); 
ak wait(i40); 
12 set_val(PS4 CIRCLE, 0); 
a | wait(1i20); 
14 set_val(PS54 CIRCLE, 100); 
5 wait(20): Status Bar 


Capture result: 29 transitions, 37 commands 





4 Capture Options 
Combo Name 


WB Accelerometers Touchpad 





Input field to enter the name of the combo to be generated and check boxes to include the accelerometers 
and/or the DS4 touchpad data during the capture. 


Start Capture 


START Capture | 


Clicking on this button will begin a count down of 3 seconds to start the commands capture. The capture 
buffer has 10 seconds length, the action you want to perform need to be done within this time. You can 
press the stop button to interrupt the capture, or just wait the memory buffer completely fill out. The GPC 
code generation algorithm automatically identifies the beginning and end of the sequence of commands 
executed in the controller. 


GPC Code 


aff A 
2// 12/11/2014 06:51:20 
3 // Combo generated by Combo Magick Plugin 


4 / /---------------------------------------- 
5 combo magick { 
6 set_val(P54 CROSS, 100); 
nm wait(i00); 
8 set_val(PS4 CROSS, 0); 
9g wait(i20); 
10 set_val(P54 CIRCLE, 100); 
ale b wait(140); 
12 set_val(PS4 CIRCLE, 0); 
13 wait(i20); 
14 set_val(PS4 CIRCLE, 100); 
15 wait(20): a 


The results of the GPC code generation algorithm is shown in this area. The code optimization is focused 
in minimize the code size, but ensuring that all events are reproduced faithfully. If the result displayed is 
satisfactory, select the all the code to copy and paste into your script GPC. 


@ Status Bar 
Capture result: 29 transitions, 57 commands | 


The Status Bar shows information about the buffer usage during the capture operation and about the GPC 
code generated such as how many transitions detected and commands generated. 


GameRec 





REC 


Record any sequence of commands that you perform on the controller and then reproduce this sequence any 
time you want. For some kinds of games this feature is especially useful. For example to help a friend to finish a 
Guitar Hero song on hard difficulty. What you can do? You can record the sequence of commands while playing 
Guitar Hero and then send the file to your friend, so he can use the GameRec plugin to load the file and reproduce 
the sequence that you created. 


Plugin Operation 


Information Area 


(#) GameRec Plugin v1.63 
Record length: 15.7 s (on buffer) 





Ci |B] 





Load File Play / Pause Rec / Stop Save File 


gs Play / Pause 


Play and pause the commands sequence loaded on the memory buffer. 


e Rec / Stop 
\s/ 


Start recording the sequence of commands in the memory buffer. This button can also stop the recording 
or stop the playing, depending on the action is being conducted. 


8 Information Area 
Record length: 15.7 s (on buffer) 


Information about the commands sequence such as: if the sequence was loaded from a file, or it is just 
lies in the memory buffer. Its length in seconds. The progress bar that represents the all the sequence of 
commands and how much it was reproduced. 





o Save File 


Open a dialog box to save into a file the sequence of commands in the memory buffer. 


G Load File 


Open a dialog box to load a sequence of commands of a file into the memory buffer. 


GamePack Instructions 
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BATTLEFIELD 4 


pric. A TACTICS GAMEPACK 
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The Titan One is the first ever plug-in device that gives you the functionality of a fully modded controller without 
the need to install chips or solder wires. Just plug it in and you are ready to go. This innovative new technology 
isn't available anywhere else on the market. With a full selection of MODS at your fingertips, Titan One is perfect 
for the gamer looking to add an extra edge to their game. Available MODS are listed along with their applicable 
Gamepack. Click one of the links below to jump to a specific session. 





Check out how to program a Gamepack in your Titan One device. 


Battlefield 4 


UPTIMIZED SET UF MUDD FUR 


BATTLEFIELD 4 





The Battlefield 4 Gamepack for Titan One has 40 distinct MODS grouped into 13 classes. This Gamepack 
allows you to make up to 16,920,576 combinations of MODS. 


Instructions for Battlefield 4 Gamepack 
Compatible Titan One firmware: 1.31+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 


Compatible Systems: Playstation 4, XBox One, Playstation 3, XBox 360 

















Gamepack Operation 


Quick Enable/Disable MODS: 


a + @ = 
@ + QO “ 





4 
= j " Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 
. r. Player LED 4: MODS are enabled (Purple on DS4). 


Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 


= PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 
aE XBOX 360: Hold BACK+START for 2 seconds to enter in menu mode. 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 


- — " Player LED 4 will blink the number of current Class (DS4 will flash purple). 
sees 
Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 





Dualshock 3 Users: Some Bluetooth dongle are not compatible with Titan One Gamepack LED blinking, causing 
Tip all LEDs be off or have inconsistent blinking. The solution is try another Bluetooth dongle or use the USB cable to 
configure the Gamepack. 


To navigate between Classes: 


Goes UP Goes DOWN 





Goes DOWN 


Adjustable MODS (Rapid Fire and Quick Scope): 


= Increases a5 Decreases Test current 


Rate of Fire Rate of Fire Rate of Fire 
or Timing or Timing or Timing 


Gamepack Classes and MODS 


1 Class 1 
Rapid Fire 


When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons in Battlefield games. While rapid fire 
will not usually make a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns 
such as reducing recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 


thegame, eee 

With adjustable rapid fire you can always get the optimum 

2 Rapid Fire firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fiespeedinthismode, seses—“—sSSSS 

3 Pulse Rapid Fire Pulse rapid fire can reach a faster rate of fire with burst type 


Adjustable weapons (i.e. M16) 


2 Class 2 

Burst Fire 
Burst firing is designed to turn semi automatic and automatic weapons into burst firing weapons. When this feature 
is enabled, your weapon will fire in bursts similar to the M16 and can be used with 1, 2, 3, 4, 5, or 6 round bursts. 
Burst firing can help reduce recoil and conserve ammunition. Combining burst fire with adjustable rapid fire will give 


you automatic burst fire. This will allow you to select how many rounds are fired per burst and the amount of time 
between bursts for a truly customizable experience. 


MOD Name 


3 Class 3 

Fire Mode 
Fire mode determines an assist action to be used together with rapid fire and/or burst fire. These are normally 
applied to the triggers. 


MOD Name Description 
1 Scope Disable The scope (ADS) disables rapid fire and burst fire. 
Scope Enable The scope (ADS) enables rapid fire and bust fire. 


Rapid fire and burst fire will only be activated by fully pressing the 
fire button. 


4 Zi Class 4 
ecoe Not Mode 
Assign an action to be performed automatically when you press the fire button. 


MOD Name Description 


When you pull the fire button, your character will drop to prone 
position and begin firing. This is useful for players that like to 
maintain stealth and reduce their target profile. This also assists in 
increasing accuracy in combat. This action is not performed if the 
scope (ADS) is in use. 


-DropShot ——__ This performs the same action as drop shot but is only activated 
Press Sensitivity when you FULLY press the fire button. 


4 Drop Shot 


Scope Disable 


When you press the fire button your character will immediately 
jump and begin firing. This action is not performed if the scope 
(ADS) is in use. 


40 Jump Shot —__— Performs the same action as jump shot but is only activated when 
Press Sensitivity you FULLY press the fire button. 


: When you press the fire button, your character will begin to make 

Side Shot fo oe ; ; 
5 S rar side movements and begin firing, confusing the enemy in the 
ie eben process. This action is not performed if the scope (ADS) is in use. 


6 SideShot = =~—_ Performs the same action as side shot but is only activated when 


° Jump Shot 
Scope Disable 


Press Sensitivity you FULLY press the fire button. 
When you pull the fire button, your character will automatically 
7 Scope Shot use the scope (ADS). This is useful for single shot weapons, 
Scope Disable decreasing the spread effect and increasing accuracy in combat. 


This action is not performed if the scope (ADS) is in use. 


5 Class 5 
Scope Mode 
Scope modes are MODS that are associated with using the scope (ADS). 


MOD Name Description 


The idea behind quick scope is to use a sniper rifle, scope IN and 
fire the shot as the gun scopes in. Perfecting the aiming and timing 
will allow you to become a one-man commando with your sniper 


1 Quick Scope rifle. To fire a quick scope shot, quickly TAP your scope button. 


Tinie peleetaple The MOD will automatically scope in, take a shot, and scope out. 
Check the menu system instructions above for more information 
on how to adjust the timing in this mode. 

Aim Helper Aim helper will focus on the nearest target when used in campaign 

2 
ampaign mode. 


6 Class 6 
Hold Breath 


This mode is specially designed for sniper rifles. It automatically holds the sniper's breath when scoping in. Upon 
activation. the MOD will hold the sniper's breath when scoping. The player no longer has to push the left thumbstick 
to hold breath. NOTE: Hold Breath MOD CAN be used with Easy Sprint and/or Quick Scope simultaneously. 


MOD Name Description 
1 Fully Auto Hold breath at the same time you press the scope (ADS) button. 
esos pit ee tedadusa es puiioeaitdanapcneonisesciuetedasatiaseues oie reo ie ony cae RC one GDS) cuties ie FULT 


2 +~Press Sensitivity sieeeed 


T >! Class 7 
Auto Spot 


Automatically spot your opponents from across the battlefield. With Auto Spot active your character will mark where 
your opponents are located simply by looking in their general direction. A ridiculous advantage in team matches. 


MOD Name Description 
9 Sees . se re ee ee ne et ee et eee 
ans 4 os a! 
rere 5" OS 


8 es Class 8 

7 Easy Sprint 
If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what you 
have been looking for. NOTE: Easy Sprint MOD CAN be used with Sniper Breath and Quick Scope simultaneously. 


MOD Name Description 
es _ Fully Auto Your character will sprint atthe same time you begin to move him 
forward. 
se cepitmaice PCR ee er 
2 ‘~Press Sensitivity The character will walk regular speed if the thumbstick is only 


slightly pressed forward. 


9 Class 9 
Accelerometer Aim Assist 


With accelerometer aim assist, you can use the Six Axis PS3 controller to aim while scoping. This means you can 
move the controller to adjust the target position when scoped in. This MOD will not affect aiming with the right stick. 
It will only add an additional option to aim with. Each of the modes will add sensitivity with mode 1 being the least 
sensitive and mode 5 being the most sensitive. 


MOD Name 


1 Sensitivity 1 
2 Sensitivity 2 
3. Sensitivity 3 


10 PPA cass 10 
***\ Button Layout 


Most users play their favorite Battlefield games using the default button layout but a lot of players do use optional 
button layout and switch their thumbstick positions. With the Button Layouts you can make any of the MODS on 
the Titan One work with your favorite button layout. 


MOD Name 


11 er Class 11 


\_@ Button Swap 


This unique feature allows you to setup special remapping to best adjust the controller to your personal taste. 


MOD Name Description 


Swap the bumper and triggers to convert your controller to Xbox 
360 to PS3 style or vice versa. 


2 ~=~Analogs Swap the analog thumbsticks. For left handed gamers. 


30 Bumpers <> Triggers __ 
AND Analogs 


1 2 Class 12 
Bunny Hop 
This MOD allows the player to automatically jump repeatedly in order to move faster, instead of just running. Moving 


in a zigzag pattern while bunny hopping is the fastest way to move around, making the player an even more difficult 
target. 


Combines both swaps above. 


MOD Name Description 


Press and hold the JUMP button to start bunny hopping. You can 
also lock the Bunny Hop MOD by pressing the SPRINT button 

1 Bunny Hop: ON once, this allows you to not have to hold the JUMP button and 
freely maneuver both thumbsticks, to stop bunny hopping release 
the movement sticker. 


1 3 . 2 Class 13 
Auto Switch Flashlight (Laser Sight) 


This MOD automatically switch the weapon flashlight (or laser sight) as you fire or raise the ADS (scope). 


MOD Name Description 


Automatically switch on the flashlight (laser sight) when start firing, 
and switch it off when stop firing. 


Combining MOD Classes 


The Battlefield Gamepack allows you choose and combine one MOD from each Class, being possible to have a 
total of 12 active MODS at the SAME TIME. This means you can make combinations such Burst Fire added to Rapid 
Fire, resulting in an exclusive "Automatic Burst Fire" MOD. The Automatic Burst Fire can be optimized by adjusting 
the number of bullets fired per burst as well as the time between bursts. For additional optimization, you can add the 
"Scope Enable" MOD, which will make the Automatic Burst Fire be activated only when the ADS scope is in use. 


Examples of Combinations: 


Sniper Optimized 


a ra 


Hold Breath 
Optimized Scope : Bunny 
as ; Press Quick Scope Auto Spot 
Rapid Fire Disable oo Hop 
Sensitivity 





Full Automatic Assault 


ew we 


Drop Shot 
Press Auto Spot 


“~/ e 
Auto Switch 
Laser Sight 


3 Rounds 
Burst Fire 


Adjustable Scope 


Rapid Fire Enable ie 
Sensitivity 





PLEASE NOTE: These are only examples, you do NOT have to use the combinations in this manner. You can 
experiment and use whatever combinations suit your playing style best. The possibilities are endless and with the 
exclusive "Press Sensitivity" feature, you can assign two different MODS to one single button for combinations like: 


ay LA With this combination, you can activate Rapid Fire by 


of partially pressing the fire button and drop shot by fully 





Adjustable Drop Shot P . 
7 pressing the fire button. 
Pulse Press 

Rapid Fire Sensitivity 


Quick Reference: Classes and MODS 


01: RAPID FIRE 


01: Optimized Rapid Fire 
02: Adjustable Rapid Fire 


02: BURST FIRE 


: 1 Bullets per Burst 
: 2 Bullets per Burst 


03: FIRE MODE 


01: Scope Disable 
02: Scope Enable 


03: Adjustable Pulse Rapid Fire : 3 Bullets per Burst 03: Press Sensitivity 


: 4 Bullets per Burst 
: 5 Bullets per Burst 
: 6 Bullets per Burst 





0" Ha) CO) Wa (0) P) = 


01: Drop Shot: Scope Disable 01: Quick Scope (Adjustable) 
02: Drop Shot: Press Sensitivity 02: Aim Helper (Campain) 
03: Jump Shot: Scope Disable 


06: HOLD BREATH 


01: Fully Auto 
02: Press Sensitivity 


04: Jump Shot: Press Sensitivity Quick Scope Activation: Quick TAP on 
05: Side Shot: Scope Disable scope button. 

06: Side Shot: Press Sensitivity 

07: Scope Shot: Scope Disable 


08: EASY SPRINT 09: ACCEL AIM ASSIST 


: OFF 01: Fully Auto : Sensitivity 1 

: Always ON 02: Press Sensitivity : Sensitivity 2 

: Scope Enable : Sensitivity 3 

: Sensitivity 4 

Battlefield 4 Optimized : Sensitivity 5 


10: BUTTON LAYOUT 11: BUTTON SWAP 12: BUNNY HOP 


00: Default 01: Bumpers <> Triggers 00: OFF 

01: Veteran 02: Analogs 01: ON (Sprint Button locks) 
02: Lefty 03: Bumpers <> Triggers + Analogs 

03: Lefty Veteran 


00: OFF 
01: Fire Auto Switch 
02: Scope Auto Switch 





Battlefield 4: Special Tactics 


BATTLEFIELD 4 


SPECIAL TACTICS GAMEPACK 
a “ 





The Battlefield 4: Special Tactics Gamepack for Titan One features, among all others MODS you are used to, 
the Secondary Rapidfire MOD and the Anti-Recoil MOD. 


Instructions for Battlefield 4: Special Tactics Gamepack 
Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 


Compatible Systems: Playstation 4, XBox One, Playstation 3, XBox 360 














Uy Titan One Exclusive Feature: Battlefield 4: Special Tactics Gamepack 


Gamepack Operation 


Quick Enable/Disable MODS: 
+ © er 
+ @ «Bx 





Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 
Player LED 4: MODS are enabled (Purple on DS4). 





Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ sx80X 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
. 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


a 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 
: Goes UP Goes DOWN 


To navigate between MODS within current Class: 


2 Goes UP : Goes DOWN 


Adjustable MODS (Rapid Fire and Quick Scope): 


Ci} Increases = Decreases Test current 


Rate of Fire Rate of Fire Rate of Fire 
or Timing or Timing or Timing 


Gamepack Classes and MODS 


1 Class 1 
Rapid Fire 


When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons in Battlefield 4. While rapid fire will not 
usually make a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns such 
as reducing recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 
the game. 


With adjustable rapid fire you can always get the optimum 


2 Rapid Fire firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
firespeedinthismode,.  —ses—“—i—‘“‘<i<; CO 
3 Pulse Rapid Fire Pulse rapid fire can reach a faster rate of fire with burst type 
Adjustable weapons (i.e. M16) 
4 Full Auto M4/M16 Rapidfire specially optimized to M4/M16 assault rifles. 


2 Class 2 
Burst Fire 


Burst firing is designed to turn semi automatic and automatic weapons into burst firing weapons. When this feature 
is enabled, your weapon will fire in bursts similar to the M16 and can be used with 1, 2, 3, 4, 5, or 6 round bursts. 
Burst firing can help reduce recoil and conserve ammunition. Combining burst fire with adjustable rapid fire will give 
you automatic burst fire. This will allow you to select how many rounds are fired per burst and the amount of time 
between bursts for a truly customizable experience. 


MOD Name 


3 Class 3 
Fire Mode 


Fire mode determines an assist action to be used together with rapid fire and/or burst fire. These are normally 
applied to the triggers. 


MOD Name Description 
1 Scope Disable The scope (ADS) disables rapid fire and burst fire. 
Scope Enable The scope (ADS) enables rapid fire and bust fire. 


Rapid fire and burst fire will only be activated by fully pressing the 
fire button. 


Class 4 
Secondary Rapid Fire 





If secondary rapid fire is enabled it will take place when the regular rapid fire is not actuating. For example if your 
regular rapid fire is only active when scoping then the secondary rapid fire will be activated when you are not using 
scope. This behavior can be very handy to set a precise rate of fire while aiming and a more aggressive rate of 
fire while hipfiring. 


MOD Name Description 
This secondary rapid fire is optimized to be as fast as possible but 
1 Optimized Rapid Fire at the same time ensure that every single shot will be correctly 


aceite sees icaaasienints cetencastetehiaesiee 
With adjustable secondary rapid fire you can always get the 


2 Rapid Fire optimum firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse secondary rapid fire can reach a faster rate of fire with burst 
Adjustable type weapons. 


5 Class 5 
Scope Mode 
Scope modes are MODS that are associated with using the scope (ADS). 


MOD Name Description 


The idea behind quick scope is to use a Sniper rifle, scope IN and 
fire the shot as the gun scopes in. Perfecting the aiming and timing 
will allow you to become a one-man commando with your sniper 


4 Quick Scope rifle. To fire a quick scope shot, quickly TAP your scope button. 


ne Smee The MOD will automatically scope in, take a shot, and scope out. 
Check the menu system instructions above for more information 
on how to adjust the timing in this mode. 
6 Class 6 
Hold Breath 


This mode is specially designed for sniper rifles. It automatically holds the sniper's breath when scoping in. Upon 
activation. the MOD will hold the sniper's breath when scoping. The player no longer has to push the left thumbstick 
to hold breath. NOTE: Hold Breath MOD CAN be used with Easy Sprint and/or Quick Scope simultaneously. 


MOD Name Description 
1 Fully Auto Hold breath at the same time you press the scope (ADS) button. 
2 Press Sensitivity clea is only active if the scope (ADS) button is FULLY 





y Class 7 
“Nae Auto Spot 


Automatically spot your opponents from across the battlefield. With Auto Spot active your character will mark where 
your opponents are located simply by looking in their general direction. A ridiculous advantage in team matches. 


MOD 





Name Description 

OFF Auto Spot disabled. 

ere sears cpa eat eg tae eal te llega bale cierto cscs ug tn ata eee ae aeeceatasaet 
(BF4) Auto Spot enabled. 

Scope Enable ; ‘ . 

(BF4) Auto Spot is activated only when Scope button is pressed. 

pore see ES LON LN Ne ee NL Nn en eRe eT on a RET SeenON NL Tene ie eon ee 
an 
Scope Enable ; : . 

(BF3) Auto Spot is activated only when Scope button is pressed. 


Class 8 


If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what 
you have been looking for. 


MOD Name Description 
a 1 _ Fully Auto. —-——S—S«wY UT Character will sprint at the same time you begin to move him 
forward. 
A 
2 ‘+~Press Sensitivity The character will walk regular speed if the thumbstick is only 


slightly pressed forward. 


9 Class 9 
Anti-Recoil 


This MOD compensate for vertical recoil while firing a weapon by automatic moving the control stick in the opposite 
direction of the one your gun is moving while firing. The adjustable parameter sets how much the compensation 


should be. 
this mode. 


See the menu system instructions above for more information on how to adjust the compensation in 


MOD Name Description 

1. Anti-Recoil Anti-Recoil is activated while firing. 

a nbteecell Anti-Recoil is activated while firing and aiming. 
Scope Enable 
Anti-Recoil i ee as 

3 Anti-Recoil is activated while firing and NOT aiming. 
Scope Disable 

4 sInverted-Y Anti-Recoil — Anti-Recoil with inverted Y-Axis is activated while firing. 


5 Inverted-Y Anti-Recoil 
Scope Enable 


Inverted-Y Anti-Recoil §Anti-Recoil with inverted Y-Axis is activated while firing and NOT 
6 Sco i imi 
pe Disable aiming. 


1 0 Class 10 
Button Layout 


Most users play their favorite Battlefield 4 using the default button layout but a lot of players do use optional button 
layout and switch their thumbstick positions. With the Button Layouts you can make any of the MODS on the Titan 
One work with your favorite button layout. 


Anti-Recoil with inverted Y-Axis is activated while firing and aiming. 


MOD Name 
0 _—scODefault 


1 1 Class 11 
Bunny Hop 
This MOD allows the player to automatically jump repeatedly in order to move faster, instead of just running. Moving 


in a zigzag pattern while bunny hopping is the fastest way to move around, making the player an even more difficult 
target. 





MOD Name Description 
0 Bunny Hop: OFF Disable Bunny Hop 


Press and hold the JUMP button to start bunny hopping. You can 
also lock the Bunny Hop MOD by pressing the SPRINT button 

1 Bunny Hop: ON once, this allows you to not have to hold the JUMP button and 
freely maneuver both thumbsticks, to stop bunny hopping release 
the movement sticker. 


Class 12 
Auto Switch Flashlight (Laser Sight) 





This MOD automatically switch the weapon flashlight (or laser sight) as you fire or raise the ADS (scope). 


MOD Name Description 


Automatically switch on the flashlight (laser sight) when start firing, 
and switch it off when stop firing. 


01: RAPID FIRE 03: FIRE MODE 


01: Optimized Rapid Fire : 1 Bullets per Burst 01: Scope Disable 
02: Adjustable Rapid Fire : 2 Bullets per Burst 02: Scope Enable 
03: Adjustable Pulse Rapid Fire : 3 Bullets per Burst 03: Press Sensitivity 

: 4 Bullets per Burst 

: 5 Bullets per Burst 

: 6 Bullets per Burst 


04: SECONDARY RAPID FIRE 05: SCOPE MODE 06: HOLD BREATH 


: Optimized Rapid Fire 01: Quick Scope (Adjustable) 01: Fully Auto 
: Adjustable Rapid Fire 02: Press Sensitivity 
: Adjustable Pulse Rapid Fire 

Quick Scope Activation: Quick TAP on 

scope button. 


He N OM Oh) to) 08: EASY SPRINT 09: ANTI-RECOIL 


: OFF 01: Fully Auto 01: Anti-Recoil 

: Always ON (BF4) 02: Press Sensitivity 02: Anti-Recoil - Scope Enable 
: Scope Enable (BF4) 03: Anti-Recoil - Scope Disable 
: Always ON (BF3) 

: Scope Enable (BF3) 


: BUTTON LAYOUT 11: BUNNY HOP 


: Default 00: OFF 

: Veteran 01: ON (Sprint Button locks) 01: Fire Auto Switch 

: Lefty 02: Scope Auto Switch 
: Lefty Veteran 

: Default with B/T Swap 

: Veteran with B/T Swap 

: Lefty with B/T Swap 

: Lefty Veteran with B/T Swap 





Battlefield Hardline 





The Battlefield Hardline Gamepack for Titan One. 
Instructions for Battlefield Hardline Gamepack 
Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 


Compatible Systems: Playstation 4, XBox One, Playstation 3, XBox 360 


aT Titan One Exclusive Feature: Battlefield Hardline Gamepack 




















Gamepack Operation 


Quick Enable/Disable MODS: 









Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 
—— @) Player LED 4: MODS are enabled (Purple on DS4). 
sees 


3 4 


Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ sx80X 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
. 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 
: Goes UP Goes DOWN 


To navigate between MODS within current Class: 


Goes UP : Goes DOWN 


Adjustable MODS (Rapid Fire and Quick Scope): 


Ci} Increases = Decreases Test current 


Rate of Fire Rate of Fire Rate of Fire 
or Timing or Timing or Timing 


Gamepack Classes and MODS 


1 FA Rapid Fire 


When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons in Battlefield Hardline. While rapid fire 
will not usually make a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns 
such as reducing recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 
the game. 


With adjustable rapid fire you can always get the optimum 


2 Rapid Fire firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse rapid fire can reach a faster rate of fire with burst type 
Adjustable weapons (i.e. M16) 


Class 2 


2 was r 
> 2, Burst Fire 


Burst firing is designed to turn semi automatic and automatic weapons into burst firing weapons. When this feature 
is enabled, your weapon will fire in bursts similar to the M16 and can be used with 1, 2, 3, 4, 5, or 6 round bursts. 
Burst firing can help reduce recoil and conserve ammunition. Combining burst fire with adjustable rapid fire will give 
you automatic burst fire. This will allow you to select how many rounds are fired per burst and the amount of time 
between bursts for a truly customizable experience. 


MOD Name 
1 1 Round per Burst 


3 Class 3 
& Fire Mode 
$335 


Fire mode determines an assist action to be used together with rapid fire and/or burst fire. These are normally 
applied to the triggers. 


MOD Name Description 
1 Scope Disable The scope (ADS) disables rapid fire and burst fire. 
Scope Enable The scope (ADS) enables rapid fire and bust fire. 


Rapid fire and burst fire will only be activated by fully pressing the 
fire button. 


4 Class 4 
Secondary Rapid Fire 


If secondary rapid fire is enabled it will take place when the regular rapid fire is not actuating. For example if your 
regular rapid fire is only active when scoping then the secondary rapid fire will be activated when you are not using 


scope. This behavior can be very handy to set a precise rate of fire while aiming and a more aggressive rate of 
fire while hipfiring. 


MOD Name Description 


PRUscnicen a ee ee a 

1 Optimized Rapid Fire at the same time ensure that every single shot will be correctly 
registered by the game. 

With adjustable secondary rapid fire you can always get the 


2 Rapid Fire optimum firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse secondary rapid fire can reach a faster rate of fire with burst 
Adjustable type weapons. 


Class 5 
Scope Mode 





Scope modes are MODS that are associated with using the scope (ADS). 


MOD Name Description 


The idea behind quick scope is to use a sniper rifle, scope IN and 
fire the shot as the gun scopes in. Perfecting the aiming and timing 
will allow you to become a one-man commando with your sniper 
rifle. To fire a quick scope shot, quickly TAP your scope button. 
The MOD will automatically scope in, take a shot, and scope out. 
Check the menu system instructions above for more information 
on how to adjust the timing in this mode. 


4 Quick Scope 
Timing Adjustable 


6 Pe Class 6 
m4 | Hold Breath 
This mode is specially designed for sniper rifles. It automatically holds the sniper's breath when scoping in. Upon 


activation. the MOD will hold the sniper's breath when scoping. The player no longer has to push the left thumbstick 
to hold breath. NOTE: Hold Breath MOD CAN be used with Easy Sprint and/or Quick Scope simultaneously. 


MOD Name Description 
1 Fully Auto Hold breath at the same time you press the scope (ADS) button. 
ssid 4 ran cece sa avedngesnd emoisemadatinalectaas Hold GISSIn is Gay BANG I Ihe Seone ADS) Lullon ie FULLY 


2 +~Press Sensitivity areucedt 


T Class 7 
Auto Spot 


Automatically spot your opponents from across the battlefield. With Auto Spot active your character will mark where 
your opponents are located simply by looking in their general direction. A ridiculous advantage in team matches. 


MOD Name Description 


QO OFF Auto Spot disabled. 
1. Always Enabled Auto Spot enabled. 
2 Scope Enable Auto Spot is activated only when Scope button is pressed. 


8 Class 8 
Easy Sprint 


If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what 
you have been looking for. 


MOD Name Description 
“3 4 a Fully Auto Su character will sprint at the same time you begin to move him 
forward. 
LA AL ee ee 
2 +~Press Sensitivity The character will walk regular speed if the thumbstick is only 


slightly pressed forward. 


9] Class 9 
Anti-Recoil 


This MOD compensate for vertical recoil while firing a weapon by automatic moving the control stick in the opposite 
direction of the one your gun is moving while firing. The adjustable parameter sets how much the compensation 
should be. See the menu system instructions above for more information on how to adjust the compensation in 
this mode. 


MOD Name Description 


2 Anti-Recoil 
Scope Enable 


Anti-Recoil 
= 


Scope Disable 


5 Inverted-Y Anti-Recoil 
Scope Enable 


Inverted-Y Anti-Recoil —§Anti-Recoil with inverted Y-Axis is activated while firing and NOT 
6 vers om 
cope Disable aiming. 


1 0 Class 10 
e Button Layout 


Most users play their favorite Battlefield Hardline using the default button layout but a lot of players do use optional 
button layout and switch their thumbstick positions. With the Button Layouts you can make any of the MODS on 
the Titan One work with your favorite button layout. 


MOD Name 


Class 11 
Bunny Hop 





This MOD allows the player to automatically jump repeatedly in order to move faster, instead of just running. Moving 
in a zigzag pattern while bunny hopping is the fastest way to move around, making the player an even more difficult 
target. 


MOD Name Description 


Press and hold the JUMP button to start bunny hopping. You can 
also lock the Bunny Hop MOD by pressing the SPRINT button 

1 Bunny Hop: ON once, this allows you to not have to hold the JUMP button and 
freely maneuver both thumbsticks, to stop bunny hopping release 
the movement sticker. 


1 2 Class 12 
) Auto Switch Flashlight (Laser Sight) 


This MOD automatically switch the weapon flashlight (or laser sight) as you fire or raise the ADS (scope). 


MOD Name Description 


; : Automatically switch on the flashlight (laser sight) when start firing, 
1 Po RUnO wien and switch it off when stop firing. 


2 Scope Auto Switch Same above, but for ADS (scope). 


Quick Reference: Classes and MODS 


01: RAPID FIRE 02: BURST FIRE 03: FIRE MODE 


01: Optimized Rapid Fire : 1 Bullets per Burst 01: Scope Disable 
02: Adjustable Rapid Fire : 2 Bullets per Burst 02: Scope Enable 
03: Adjustable Pulse Rapid Fire : 3 Bullets per Burst 03: Press Sensitivity 

: 4 Bullets per Burst 

: 5 Bullets per Burst 

: 6 Bullets per Burst 


04: SECONDARY RAPID FIRE 05: SCOPE MODE 06: HOLD BREATH 


01: Optimized Rapid Fire 01: Quick Scope (Adjustable) 01: Fully Auto 
02: Adjustable Rapid Fire 02: Press Sensitivity 
03: Adjustable Pulse Rapid Fire 

Quick Scope Activation: Quick TAP on 

scope button. 


07: AUTO SPOT 08: EASY SPRINT 09: ANTI-RECOIL 


00: OFF 01: Fully Auto 01: Anti-Recoil 
01: Always ON 02: Press Sensitivity 02: Anti-Recoil - Scope Enable 
02: Scope Enable 03: Anti-Recoil - Scope Disable 


Battlefield Hardline Optimized Adjustable 


10: BUTTON LAYOUT 11: BUNNY HOP 12: AUTO SWITCH FLASH/LS 


: Default 00: OFF 00: OFF 

: Veteran 01: ON (Sprint Button locks) 01: Fire Auto Switch 

: Lefty 02: Scope Auto Switch 
: Lefty Veteran 

: Default with B/T Swap 

: Veteran with B/T Swap 

: Lefty with B/T Swap 

: Lefty Veteran with B/T Swap 





Battlefield Series 
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The Battlefield Series Gamepack for Titan One has 41 distinct MODS grouped into 12 classes, specially optimized 
for Bad Company, Bad Company 2 and Battlefield 3. This Gamepack allows you to make up to 12,690,432 
combinations of MODS. 


Instructions for Battlefield Series Gamepack 














Compatible Titan One firmware 31+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 
Compatible Systems: Playstation 3, XBox 360 








Gamepack Operation 


Quick Enable/Disable MODS: 
SELECT + 7) — 
@rt © “om 


: | | 
— @ Player LED 1: Controller in regular mode, all MODS are disabled. 
a , Player LED 4: MODS are enabled. 


Gamepack Configuration 


To enter in menu mode: 


SELECT START 
(0 (Bes PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
= GH CUéXB00X 360: Hold BACK+START for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT (or BACK) button pressed while in Menu mode. To exit the menu mode, release the 
SELECT (or BACK) button. 


mo apc 
—— @ Player LED 4 will blink the number of current Class. 


Player LED 3 will blink the number of active MOD for current Class. 


3 4 
If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


2) all LEDs be off or have inconsistent blinking. The solution is try another Bluetooth dongle or use the USB cable to 


Dualshock 3 Users: Some Bluetooth dongle are not compatible with Titan One Gamepack LED blinking, causing 
Ti 
configure the Gamepack. 


To navigate between Classes: 


: Goes UP 2 Goes DOWN 


To navigate between MODS within current Class: 


2 Goes UP ° Goes DOWN 


Adjustable MODS (Rapid Fire and Quick Scope): 


Increases Decreases Test current 
R RB 


Rate of Fire Rate of Fire Rate of Fire 
or Timing or Timing or Timing 


Gamepack Classes and MODS 


1 Class 1 
Rapid Fire 


When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons in Battlefield games. While rapid fire 
will not usually make a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns 
such as reducing recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 


thegame, eee 

With adjustable rapid fire you can always get the optimum 

2 Rapid Fire firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
firespeedinthismode.  eeses—“—sSSSSS 

3 Pulse Rapid Fire Pulse rapid fire can reach a faster rate of fire with burst type 


Adjustable weapons (i.e. M16) 


2 Class 2 

Burst Fire 
Burst firing is designed to turn semi automatic and automatic weapons into burst firing weapons. When this feature 
is enabled, your weapon will fire in bursts similar to the M16 and can be used with 1, 2, 3, 4, 5, or 6 round bursts. 
Burst firing can help reduce recoil and conserve ammunition. Combining burst fire with adjustable rapid fire will give 


you automatic burst fire. This will allow you to select how many rounds are fired per burst and the amount of time 
between bursts for a truly customizable experience. 


MOD Name 


3 Class 3 

Fire Mode 
Fire mode determines an assist action to be used together with rapid fire and/or burst fire. These are normally 
applied to the triggers. 


MOD Name Description 
1 Scope Disable The scope (ADS) disables rapid fire and burst fire. 
Scope Enable The scope (ADS) enables rapid fire and bust fire. 


Rapid fire and burst fire will only be activated by fully pressing the 
fire button. 


4 yp Class 4 
ecoe Not Mode 
Assign an action to be performed automatically when you press the fire button. 


MOD Name Description 


When you pull the fire button, your character will drop to prone 
position and begin firing. This is useful for players that like to 
maintain stealth and reduce their target profile. This also assists in 
increasing accuracy in combat. This action is not performed if the 
scope (ADS) is in use. 
2 Drop Shot This performs the same action as drop shot but is only activated 
Press Sensitivity when you FULLY press the fire button. 


When you press the fire button your character will immediately 
jump and begin firing. This action is not performed if the scope 
(ADS) is in use. 


4 Drop Shot 
Scope Disable 


3 Jump Shot 
Scope Disable 


4 Jump Shot Performs the same action as jump shot but is only activated when 
Press Sensitivity you FULLY press the fire button. 


. When you press the fire button, your character will begin to make 

Side Shot ae , 
5 Sanna Disable side movements and begin firing, confusing the enemy in the 
P process. This action is not performed if the scope (ADS) is in use. 


6 Side Shot Performs the same action as side shot but is only activated when 
Press Sensitivity you FULLY press the fire button. 

When you pull the fire button, your character will automatically 

7 Scope Shot use the scope (ADS). This is useful for single shot weapons, 

Scope Disable decreasing the spread effect and increasing accuracy in combat. 


This action is not performed if the scope (ADS) is in use. 


5 Class 5 
Scope Mode 
Scope modes are MODS that are associated with using the scope (ADS). 


MOD Name Description 


The idea behind quick scope is to use a sniper rifle, scope IN and 
fire the shot as the gun scopes in. Perfecting the aiming and timing 
will allow you to become a one-man commando with your sniper 
rifle. To fire a quick scope shot, quickly TAP your scope button. 
The MOD will automatically scope in, take a shot, and scope out. 
Check the menu system instructions above for more information 
on how to adjust the timing in this mode. 


2 Aim Helper Aim helper will focus on the nearest target when used in campaign 
Campaign mode. 


6 Class 6 
Hold Breath 


This mode is specially designed for sniper rifles. It automatically holds the sniper's breath when scoping in. Upon 
activation. the MOD will hold the sniper's breath when scoping. The player no longer has to push the left thumbstick 
to hold breath. NOTE: Hold Breath MOD CAN be used with Easy Sprint and/or Quick Scope simultaneously. 


4 Quick Scope 
Timing Adjustable 


MOD Name Description 
1 Fully Auto Hold breath at the same time you press the scope (ADS) button. 
setae leave ecievsasin naenesacetesmacintatctavecatudoe oc ore he aS re ny 


2 ~‘~Press Sensitivity seca. 


T > Class 7 

Auto Spot 
Automatically spot your opponents from across the battlefield. With Auto Spot active your character will mark where 
your opponents are located simply by looking in their general direction. A ridiculous advantage in team matches. 


MOD Name Description 


8 Class 8 

7 Easy Sprint 
If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what you 
have been looking for. NOTE: Easy Sprint MOD CAN be used with Sniper Breath and Quick Scope simultaneously. 


MOD Name Description 
ee : Fully auto Your character wil sprint atthe same time you begin to move him 
forward. 
depiiietesita LT 
2 ‘~Press Sensitivity The character will walk regular speed if the thumbstick is only 


slightly pressed forward. 


9 Class 9 
Accelerometer Aim Assist 


With accelerometer aim assist, you can use the Six Axis PS3 controller to aim while scoping. This means you can 
move the controller to adjust the target position when scoped in. This MOD will not affect aiming with the right stick. 
It will only add an additional option to aim with. Each of the modes will add sensitivity with mode 1 being the least 
sensitive and mode 5 being the most sensitive. 


MOD Name 


1 Sensitivity 1 
2 Sensitivity 2 


10 PA class 10 
*** Button Layout 


Most users play their favorite Battlefield games using the default button layout but a lot of players do use optional 
button layout and switch their thumbstick positions. With the Button Layouts you can make any of the MODS on 
the Titan One work with your favorite button layout. 


4 Bad Company 1 Mode 
Game: Bad Company 2 


2 Alternate 
Game: Battlefield 3 


Game: Bad Company 2, Battlefield 3 


4 Bad Company 1 Left 
Game: Bad Company 2 


Lefty Alternate 
Game: Battlefield 3 


11 eo Class 11 


\_@ Button Swap 


This unique feature allows you to setup special remapping to best adjust the controller to your personal taste. 


MOD Name Description 


‘Swap the bumper and triggers to convert your controller to Xbox 
360 to PS3 style or vice versa. 


1 Bumpers <> Triggers 


Bumpers <> Triggers 
3 AND Analogs Combines both swaps above. 


1 2 Class 12 
Bunny Hop 
This MOD allows the player to automatically jump repeatedly in order to move faster, instead of just running. Moving 


in a zigzag pattern while bunny hopping is the fastest way to move around, making the player an even more difficult 
target. 


MOD Name Description 


Press and hold the JUMP button to start bunny hopping. You can 
also lock the Bunny Hop MOD by pressing the SPRINT button 

1 Bunny Hop: ON once, this allows you to not have to hold the JUMP button and 
freely maneuver both thumbsticks, to stop bunny hopping release 
the movement sticker. 


Combining MOD Classes 


The Battlefield Gamepack allows you choose and combine one MOD from each Class, being possible to have a 
total of 12 active MODS at the SAME TIME. This means you can make combinations such Burst Fire added to Rapid 
Fire, resulting in an exclusive "Automatic Burst Fire" MOD. The Automatic Burst Fire can be optimized by adjusting 
the number of bullets fired per burst as well as the time between bursts. For additional optimization, you can add the 
"Scope Enable" MOD, which will make the Automatic Burst Fire be activated only when the ADS scope is in use. 


Examples of Combinations: 


Sniper Optimized 





w+P+O©+ M+ B¥t+H 


oss Hold Breath 
Optimized Scope : Bunny 
oo. . Press Quick Scope Auto Spot 
Rapid Fire Disable ee Hp 
Sensitivity 





Full Automatic Assault 


‘ + + + + + - 
: Drop Shot 
3 Rounds Adjustable Scope Easy Sprint 
Press Auto Spot 


Burst Fire Rapid Fire Enable . Fully Auto 
Sensitivity 





PLEASE NOTE: These are only examples, you do NOT have to use the combinations in this manner. You can 
experiment and use whatever combinations suit your playing style best. The possibilities are endless and with the 
exclusive "Press Sensitivity" feature, you can assign two different MODS to one single button for combinations like: 


oy LA With this combination, you can activate Rapid Fire by 


partially pressing the fire button and drop shot by fully 


Adjustable + Drop Shot ; , 
- pressing the fire button. 


Pulse Press 
Rapid Fire Sensitivity 





Quick Reference: Classes and MODS 


: RAPID FIRE 02: BURST FIRE 03: FIRE MODE 


: Optimized Rapid Fire 01: 1 Bullets per Burst 01: Scope Disable 

: Adjustable Rapid Fire 02: 2 Bullets per Burst 02: Scope Enable 

: Adjustable Pulse Rapid Fire 03: 3 Bullets per Burst 03: Press Sensitivity 
04: 4 Bullets per Burst 
05: 5 Bullets per Burst 
06: 6 Bullets per Burst 


He) (0 a (0) B) 05: SCOPE MODE 06: HOLD BREATH 


: Drop Shot: Scope Disable 01: Quick Scope (Adjustable) : Fully Auto 

: Drop Shot: Press Sensitivity 02: Aim Helper (Campain) : Press Sensitivity 
: Jump Shot: Scope Disable 

: Jump Shot: Press Sensitivity Quick Scope Activation: Quick TAP on 

: Side Shot: Scope Disable scope button. 

: Side Shot: Press Sensitivity 

: Scope Shot: Scope Disable 


HNO KO) 10) F 08: EASY SPRINT : ACCEL AIM ASSIST 


: Bad Company 2 01: Fully Auto : Sensitivity 1 
: Battlefield 3 02: Press Sensitivity : Sensitivity 2 
: Sensitivity 3 
: Sensitivity 4 
: Sensitivity 5 


: BUTTON LAYOUT 11: BUTTON SWAP 
01: BC2 - Bad Company 1 01: Bumpers <> Triggers 00: OFF 





02: BF3 - Alternate 02: Analogs 01: ON (Sprint Button locks) 
03: BC2,BF3 - Lefty 03: Bumpers <> Triggers + Analogs 

04: BC2 - Bad Company 1 Lefty 

05: BF3 - Lefty Alternate 





BioShock Infinite 





The BioShock Infinite Gamepack for Titan One has 37 distinct MODS grouped into 11 classes. 
Instructions for BioShock Infinite Gamepack 
Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 


Compatible Systems: Playstation 3 and XBox 360 


Uy Titan One Exclusive Feature: BioShock Infinite Gamepack 





Gamepack Operation 
Quick Enable/Disable MODS: 
SHARE 
+ @ -5 


VIEW 









Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 
2 
a @) Player LED 4: MODS are enabled (Purple on DS4). 
sees 
3 a 





Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ sx80X 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
. 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 


Goes UP Goes DOWN 


To navigate between MODS within current Class: 


<0 


Goes UP : Goes DOWN 


Adjustable MODS (Rapid Fire and Quick Scope): 


Increases = Decreases Test current 


Rate of Fire Rate of Fire Rate of Fire 
or Timing or Timing or Timing 


Gamepack Classes and MODS 


1 Class 1 
Rapid Fire 


When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons. While rapid fire will not usually make 
a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns such as reducing 
recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 
the game. 


ne ae ee 


2 Rapid Fire firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse rapid fire can reach a faster rate of fire with burst type 
Adjustable weapons. 


2 Class 2 
Burst Fire 


Burst firing is designed to turn semi automatic and automatic weapons into burst firing weapons. When this feature 
is enabled, your weapon will fire in bursts and can be set to 1, 2, 3, 4, 5, or 6 round bursts. Burst firing can help 
reduce recoil and conserve ammunition. Combining burst fire with adjustable rapid fire will give you automatic burst 
fire. This will allow you to select how many rounds are fired per burst and the amount of time between bursts for 
a truly customizable experience. 


MOD Name 
1 1 Round per Burst 


Class 3 
Fire Mode 





Fire mode determines an assist action to be used together with rapid fire and/or burst fire. These are normally 
applied to the triggers. 


MOD Name Description 
1 Scope Disable The scope (ADS) disables rapid fire and burst fire. 
Scope Enable The scope (ADS) enables rapid fire and bust fire. 


Rapid fire and burst fire will only be activated by fully pressing the 
fire button. 


4 Class 4 
Secondary Rapid Fire 


If secondary rapid fire is enabled it will take place when the regular rapid fire is not actuating. For example if your 
regular rapid fire is only active when scoping then the secondary rapid fire will be activated when you are not using 


scope. This behavior can be very handy to set a precise rate of fire while aiming and a more aggressive rate of 
fire while hipfiring. 


MOD Name Description 
This secondary rapid fire is optimized to be as fast as possible but 
1 Optimized Rapid Fire at the same time ensure that every single shot will be correctly 
registered by the game. 


‘With adjustable secondary rapid fire you can always get the 


2 Rapid Fire optimum firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse secondary rapid fire can reach a faster rate of fire with burst 
Adjustable type weapons. 


Class 5 
Anti-Recoil 





This MOD compensate for vertical recoil while firing a weapon by automatic moving the control stick in the opposite 
direction of the one your gun is moving while firing. The adjustable parameter sets how much the compensation 
should be. See the menu system instructions above for more information on how to adjust the compensation in 
this mode. 


MOD Name Description 


2 Anti-Recoil 
Scope Enable 


Anti-Recoil 
Scope Disable 


Class 6 
Auto-Aim (Aim Assist) 





Auto Aim allow you to auto-aim to the nearest enemy while scoping your rifle. Any time you pull the left trigger to 
aim it will lock to the nearest enemy. The in-game aim assist setting must be enabled. 


MOD Name Description 


eset = 7 oF lami ee U7 sg 4 Sk a ia 


Scope Press 


2 Auto-Aim 
Scope at 100% 


3 Auto-Aim Auto-Aim is activated only when the scope button is pressed but 
Scope below 100% below 100%. ee beecereesereseneesseosoneseososcentneceseeteseseneetscosones 
4 Auto-Aim Auto-Aim is activated only when the scope and fire button are 


Firing pressed. 


‘ Class 7 
Turbo 'USE' 





The 'USE' button is used to collect money and other items. Sometimes is need press the 'USE' button repetitively. 
This MOD automate this task by assign a turbo mode to the 'USE' button. 


MOD Name Description - 
1 DPad Left Turbo 'USE' mode on DPad Left. 
2 ~~ DPad Right Turbo 'USE' mode on DPad Right. 


\ Class 8 
} Easy Sprint 





If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what 
you have been looking for. 


MOD Name Description 
_ 1 Fully Auto. —-—S—SC«wY Character will sprint at the same time you begin to move him 
forward. 
SSE 
2 +~Press Sensitivity The character will walk regular speed if the thumbstick is only 


slightly pressed forward. 


9 Class 9 
Button Swap 
This unique feature allows you to setup special remapping to best adjust the controller to your personal taste. 


MOD Name Description 


Swap the bumper and triggers to convert your controller to Xbox 
360 to PS3 style or vice versa. 


Swap the Crouch and Melee buttons (Making the Marksman layout 
very similar to major FPS games). 


10) 
Most users play BioShock Infinite using the default button layout but a lot of players do use optional button layout. 
With the Button Layouts you can make any of the MODS on the Titan One work with your favorite button layout. 


Class 10 
Button Layout 





1 1 Bae Class 11 
Li IY Accelerometer Aim Assist 


With accelerometer aim assist, you can use the DS4 (or PS3) controller to aim while scoping. This means you can 
move the controller to adjust the target position when scoped in. This MOD will not affect aiming with the right stick. 
It will only add an additional option to aim with. Each of the modes will add sensitivity with mode 1 being the least 
sensitive and mode 5 being the most sensitive. 


MOD Name 


Combining MOD Classes 


The BioShock Infinite Gamepack allows you choose and combine one MOD from each Class, being possible to 
have a total of 11 active MODS at the SAME TIME. This means you can make combinations such Burst Fire added 
to Rapid Fire, resulting in an exclusive "Automatic Burst Fire" MOD. The Automatic Burst Fire can be optimized 
by adjusting the number of bullets fired per burst as well as the time between bursts. For additional optimization, 
you can add the "Scope Enable" MOD, which will make the Automatic Burst Fire be activated only when the ADS 
scope is in use. 


Quick Reference: Classes and MODS 


01: RAPID FIRE 02: BURST FIRE 03: FIRE MODE 


01: Optimized Rapid Fire : 1 Bullets per Burst 01: Scope Disable 
02: Adjustable Rapid Fire : 2 Bullets per Burst 02: Scope Enable 
03: Adjustable Pulse Rapid Fire : 3 Bullets per Burst 03: Press Sensitivity 


: 4 Bullets per Burst 
: 5 Bullets per Burst 
: 6 Bullets per Burst 





04: SECONDARY RAPID FIRE (05: ANTI-RECOIL 06: AUTO AIM 

01: Optimized Rapid Fire 01: Anti-Recoil 01: Auto Aim 

02: Adjustable Rapid Fire 02: Anti-Recoil - Scope Enable 02: Auto Aim - Scope at 100% 
03: Adjustable Pulse Rapid Fire 03: Anti-Recoil - Scope Disable 03: Auto Aim - Scope below 100% 


04: Auto Aim - Firing 


: TURBO 'USE' 


: Disabled 

: DPad Left 

: DPad Right 

: DS4 Touchpad Button 


: BUTTON LAYOUT 


: Default 
: Marksman 
: Retro 


: Fully Auto 
: Press Sensitivity 


: ACCEL AIM ASSIST 


: Sensitivity 1 
: Sensitivity 2 
: Sensitivity 3 
: Sensitivity 4 
: Sensitivity 5 


In-game Aim Assist should be 
enabled 


09: BUTTON SWAP 


01: Bumpers <> Triggers 
02: Crouch <-> Melee 
03: Enable swaps 1 and 2 





Black Ops 2 


/ 





BLAGK OPS 2N 


, 


The Black Ops 2 Gamepack for Titan One has 50 distinct MODS grouped into 12 classes, specially optimized 
for Call of Duty Black Ops 2. This Gamepack allows you to make up to 31,518,720 combinations of MODS. 


Instructions for Black Ops 2 Gamepack 

Compatible Titan One firmware: 1.31+ 

Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 
Compatible Systems: Playstation 3, XBox 360 

















Gamepack Operation 

Quick Enable/Disable MODS: 

Go + @ ers 
@+t+ © “™ 


a — @) Player LED 1: Controller in regular mode, all MODS are disabled. 
sees 
> Player LED 4: MODS are enabled. 


Gamepack Configuration 
To enter in menu mode: 


SELECT START 
= = PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 


= GBH CU#NB00X 360: Hold BACK+START for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT (or BACK) button pressed while in Menu mode. To exit the menu mode, release the 
SELECT (or BACK) button. 


oo ani 
—— @ Player LED 4 will blink the number of current Class. 


Player LED 3 will blink the number of active MOD for current Class. 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


2) all LEDs be off or have inconsistent blinking. The solution is try another Bluetooth dongle or use the USB cable to 


Dualshock 3 Users: Some Bluetooth dongle are not compatible with Titan One Gamepack LED blinking, causing 
Ti 
configure the Gamepack. 


To navigate between Classes: 


: Goes UP 2 Goes DOWN 


To navigate between MODS within current Class: 


2 Goes UP ° Goes DOWN 


Adjustable MODS (Rapid Fire, Quick Scope and Fast Reload): 


Cit} Increases Decreases Test current 
- _ 


Rate of Fire Rate of Fire Rate of Fire 
or Timing or Timing or Timing 


Gamepack Classes and MODS 


1 Class 1 
Rapid Fire 


When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons in Call of Duty games. While rapid fire 
will not usually make a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns 
such as reducing recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 


thegame. eee 

With adjustable rapid fire you can always get the optimum 

2 Rapid Fire firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
firespeedinthismode,  seses—“—sSSSSS 

Pulse Rapid Fire Pulse rapid fire can reach a faster rate of fire with burst type 
Adjustable weapons (i.e.M16) 0 eeeseseses—‘“i—‘“‘<CSOe 
Jitter Jitter mode allows user to shoot single/burst fire weapons as fully 


Must have ammo to reload automatic for ultimate firepower. When using any burst weapon, 


activating jitter mode decreases the time between bursts, making 
guns shoot faster. 


5 Fast Jitter Fast Jitter uses a different button combination to archive a fast rate 


Must h Dexterit d : F : : : ; 
enemas. of fire. This mode is specially effective when using shotguns. 
ammo to reload 


2 Class 2 

Burst Fire 
Burst firing is designed to turn semi automatic and automatic weapons into burst firing weapons. When this feature 
is enabled, your weapon will fire in bursts similar to the M16 and can be used with 1, 2, 3, 4, 5, or 6 round bursts. 
Burst firing can help reduce recoil and conserve ammunition. Combining burst fire with adjustable rapid fire will give 


you automatic burst fire. This will allow you to select how many rounds are fired per burst and the amount of time 
between bursts for a truly customizable experience. 


MOD Name 


3 Class 3 

Fire Mode 
Fire mode determines an assist action to be used together with rapid fire and/or burst fire. These are normally 
applied to the triggers. 


MOD Name Description 
1 Scope Disable The scope (ADS) disables rapid fire and burst fire. 
2 Scope Enable The scope (ADS) enables rapid fire and bust fire. 


Rapid fire and burst fire will only be activated by fully pressing the 
fire button. 


Independent rapid fire, burst fire, and jitter on the left and right dual 
wield weapons. Dual independent is very similar to Akimbo except 
it lets you select whether to fire the left weapon, right weapon, or 
both at the same time. 


In Call of Duty, the soldier can arm himself with pistols in both 
hands in Akimbo mode. Firing both pistols means that the player 
must awkwardly pull both the left and right triggers. This can make 


5 Dual Easy aiming more difficult. When the Dual Easy feature is turned on, 
pulling the right trigger alone will fire both pistols using rapid fire, 
burst fire, or Jitter. 

6 Dual Easy Dual Easy with Scope Disable feature. 


Scope Disable 


7 Dual Easy 


Press Sensitivity 


py Class 4 
cooe DNot Mode 
Assign an action to be performed automatically when you press the fire button. 


MOD Name Description 


When you pull the fire button, your character will drop to prone 
position and begin firing. This is useful for players that like to 
maintain stealth and reduce their target profile. This also assists in 
increasing accuracy in combat. This action is not performed if the 
scope (ADS) is in use. 


4 Drop Shot 


Scope Disable 


Drop Shot 


Press Sensitivity 


Jump Shot 
Scope Disable 


Jump Shot 


Press Sensitivity 


Side Shot 


Scope Disable 


Side Shot 


Press Sensitivity 


Scope Shot 


Scope Disable 


This performs the same action as drop shot but is only activated 
when you FULLY press the fire button. 


When you press the fire button your character will immediately 
jump and begin firing. This action is not performed if the scope 
(ADS) is in use. 


Performs the same action as jump shot but is only activated when 
you FULLY press the fire button. 


When you press the fire button, your character will begin to make 
side movements and begin firing, confusing the enemy in the 
process. This action is not performed if the scope (ADS) is in use. 


Performs the same action as side shot but is only activated when 
you FULLY press the fire button. 


When you pull the fire button, your character will automatically 
use the scope (ADS). This is useful for single shot weapons, 
decreasing the spread effect and increasing accuracy in combat. 


This action is not performed if the scope (ADS) is in use. 


5 Class 5 
Scope Mode 
Scope modes are MODS that are associated with using the scope (ADS). 


MOD Name Description 


Quick scope is widely used in Call of Duty games. The idea behind 
quick scope is to use a Sniper rifle, scope IN and fire the shot as 
the gun scopes in. Perfecting the aiming and timing will allow you 


Quick Scope to become a one-man commando with your sniper rifle. To fire a 

Timing Adjustable quick scope shot, quickly TAP your scope button. The MOD 
will automatically scope in, take a shot, and scope out. Check the 
menu system instructions above for more information on how to 
adjust the timing in this mode. 

Auto: Ain Auto Aim Zombie MOD is specially designed for the Call of Duty 

ete series Zombie Arcade mode and Modern Warfare 2 and 3 in 


campaign mode. Auto Aim allow you to auto-aim to the nearest 


Zombie while scoping your rifle. Any time you pull the left trigger to 
aim it will lock to the nearest Zombie. 


6 Class 6 
Hold Breath 


This mode is specially designed for sniper rifles. It automatically holds the sniper's breath when scoping in. Upon 
activation. the MOD will hold the sniper's breath when scoping. The player no longer has to push the left thumbstick 
to hold breath. NOTE: Hold Breath MOD CAN be used with Easy Sprint and/or Quick Scope simultaneously. 


MOD Name Description 


1 : Fully Auto _ Hold breath at the same time you press the scope (ADS) button. 


2 Press Sensitivity ae is only active if the scope (ADS) button is FULLY 


T Class 7 
Fast Reload 


Fast Reload is a mode enabling a player to reload a weapon fast than normal. NOTE: Fast reload does NOT work 
on some shotguns or sniper rifles. Fast reload only works on guns that have a magazine or clip. It will not work 
on weapons that load rounds one at a time. There are several factors that affect fast reload including the perks 
you select. Perks such as Sleight of Hand will actually change the fast reload timing. Different weapons also have 
different fast reload settings. 


MOD Name Description 


4 Fast Reload 
Adjustable 


8 Class 8 

7 Easy Sprint 
If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what you 
have been looking for. NOTE: Easy Sprint MOD CAN be used with Sniper Breath and Quick Scope simultaneously. 


MOD Name Description 
4 Fully Auto Your character will sprint at the same time you begin to move him 
forward. 
Your character will sprint if the thumbstick is FULL pressed forward. 
2 ‘~Press Sensitivity The character will walk regular speed if the thumbstick is only 
slightly pressed forward. 


9 Class 9 
Turbo Melee 


Turbo Melee significantly decreases the time the character has to wait between knife attacks. It can also be used 
to decrease the wait time between Riot Shield melee attacks. Once you have activated Turbo Melee, all you need 


to do to perform a melee attack is press your melee attack button. Get ready for knife kill sprees and easier kills 
with your riot shield! 


ik Semtex Grenade MUST be equiped! 


MOD Name Description 


10 PPA class 10 
***\ Button Layout 


Most users play their favorite Cal of Duty games using the default button layout but a lot of players do use optional 
button layout and switch their thumbstick positions. With the Button Layouts you can make any of the MODS on 
the Titan One work with your favorite button layout. 


MOD Name 
en F idee artnet niieinen aoa ecg aitniespnaymanponcintenataoeasiet 
porn 5" i ee ne eee erent Sipe nr aieeoeaeey arama es 
a) i — Slt secs estes eater tapes onl adenosis ences cichesaleeaeeioauaneatae 
em Tg a a a 


11 ey Class 11 


\_@ Button Swap 


This unique feature allows you to setup special remapping to best adjust the controller to your personal taste. 


MOD Name Description 


Swap the bumper and triggers to convert your controller to Xbox 
360 to PS3 style or vice versa. 


3 Bumpers <> Triggers 
AND Analogs 


1 2 Class 12 
Accelerometer Aim Assist 


With accelerometer aim assist, you can use the Six Axis PS3 controller to aim while scoping. This means you can 
move the controller to adjust the target position when scoped in. This MOD will not affect aiming with the right stick. 
It will only add an additional option to aim with. Each of the modes will add sensitivity with mode 1 being the least 
sensitive and mode 5 being the most sensitive. 


MOD Name 


Combining MOD Classes 


The Black Ops 2 Gamepack allows you choose and combine one MOD from each Class, being possible to have a 
total of 12 active MODS at the SAME TIME. This means you can make combinations such Burst Fire added to Rapid 
Fire, resulting in an exclusive "Automatic Burst Fire" MOD. The Automatic Burst Fire can be optimized by adjusting 
the number of bullets fired per burst as well as the time between bursts. For additional optimization, you can add the 
"Scope Enable" MOD, which will make the Automatic Burst Fire be activated only when the ADS scope is in use. 


Examples of Combinations: 


Sniper Optimized 


7 Oe ee 


Dual Easy . 
; Hold Breath , Easy Sprint Turbo 
Jitter Scope Quick Scope , 
: Fully Auto Fully Auto Knife 
Disable 





Full Automatic Assault 


| id 
ww im, 


3 Rounds Adjustable Scope . Easy Sprint 
ress 
Burst Fire Rapid Fire Enable sas Fully Auto 
Sensitivity 





PLEASE NOTE: These are only examples, you do NOT have to use the combinations in this manner. You can 
experiment and use whatever combinations suit your playing style best. The possibilities are endless and with the 
exclusive "Press Sensitivity" feature, you can assign two different MODS to one single button for combinations like: 


oy Ld With this combination, you can activate Rapid Fire by 


partially pressing the fire button and drop shot by fully 


Adjustable + Drop Shot P : 
os 7 pressing the fire button. 


Pulse Press 
Rapid Fire Sensitivity 





Quick Reference: Classes and MODS 


: RAPID FIRE 02: BURST FIRE 03: FIRE MODE 


: Optimized Rapid Fire 01: 1 Bullets per Burst : Scope Disable 
: Adjustable Rapid Fire 02: 2 Bullets per Burst : Scope Enable 
: Adjustable Pulse Rapid Fire 03: 3 Bullets per Burst : Press Sensitivity 
: Jitter 04: 4 Bullets per Burst : Dual Independent 
: Fast Jitter 05: 5 Bullets per Burst : Dual Easy 
06: 6 Bullets per Burst : Dual Easy: Scope Disable 
: Dual Easy: Press Sensitivity 


He) (08 i (0) B) = 05: SCOPE MODE 


: Drop Shot: Scope Disable 01: Quick Scope (Adjustable) : Fully Auto 

: Drop Shot: Press Sensitivity 02: Auto Aim (Zombie) : Press Sensitivity 
: Jump Shot: Scope Disable 

: Jump Shot: Press Sensitivity Quick Scope Activation: Quick TAP on 

: Side Shot: Scope Disable scope button. 

: Side Shot: Press Sensitivity 

: Scope Shot: Scope Disable 


: FAST RELOAD 08: EASY SPRINT 09: TURBO MELEE (Use Semtex) 


: Fast Reload 01: Fully Auto 01: Turbo Knife 
(Adjustable) 02: Press Sensitivity 


: BUTTON LAYOUT 11: BUTTON SWAP 12: ACCEL AIM ASSIST 


: Tactical 01: Bumpers <> Triggers : Sensitivity 1 
: Lefty 02: Analogs : Sensitivity 2 
: NOM4D 03: Bumpers <> Triggers + Analogs : Sensitivity 3 
: Charlie : Sensitivity 4 
: Flip Default : Sensitivity 5 
: Flip Tactical 

: Flip Lefty 

: Flip NOM4D 

: Flip Charlie 





Black Ops 3 
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“CALL DUTY > 
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GAMEPACK 


Call of Duty Black Ops 3 Gamepack for Titan One features an NEW and EXCLUSIVE Advanced Rapidfire MOD. 





Instructions for CoD Black Ops 3 Gamepack 

Compatible Titan One firmware: 2.00+ 

Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 
Compatible Systems: Playstation 4, XBox One, Playstation 3, XBox 360 























Titan One Exclusive Feature: Call of Duty Black Ops 3 Gamepack 


THE NEW ADVANCED RAPIDFIRE MOD 





The new and exclusive Advanced Rapidfire MOD features an unprecedented control of the parameters and 
physics inherent to the weapons models of modern first person shooters, such Black Ops 3. 
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Gamepack Operation 


Quick Enable/Disable MODS: 
SHARE 
+ @ er 


@ + @Q «“™ 









Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 


7 : @) Player LED 4: MODS are enabled (Purple on DS4). 


3 4 


Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
OPTIONS 
= GB PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 





XBOX 360: Hold BACK+START for 2 seconds to enter in menu mode. 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
2 
@) Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 
° Goes UP a Goes DOWN 


To navigate between MODS within current Class: 
Goes UP ° Goes DOWN 


Adjustable MODS (Rapid Fire and Quick Scope): 


Cit} Increases = Decreases Test current 


Rate of Fire Rate of Fire Rate of Fire 
or Timing or Timing or Timing 


Gamepack Classes and MODS 


1 Rapidfi re 


When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons in Call of Duty games. While rapid fire 
will not usually make a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns 
such as reducing recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 
This rapid fire is optimized to be as fast as possible but at the same 
1 Quick Rapidfire time ensure that every single shot will be correctly registered by 
the game. 


The new and exclusive Advanced Rapidfire MOD features an 
unprecedented control of the parameters and physics inherent to 
the weapons models of Black Ops 3, such: Rapidfire frequency, 
period and duty; First to second shot delay; Bustfire and Vertical 
recoil compensation. 


In Call of Duty, the soldier can arm himself with pistols in both 
hands in Akimbo mode. Firing both pistols means that the player 
must awkwardly pull both the left and right triggers. This can make 
aiming more difficult. When the Easy Akimbo MOD is turned on, 


2 ADVANCED Rapidfire 
Adjustable 


3 Easy Akimbo 


pulling the right trigger alone will fire both pistols using Quick 


Rapidfire. 
Jitter mode allows user to shoot single/burst fire weapons as fully 
4 JITTER automatic for ultimate firepower. When using any burst weapon, 
Must have ammo to reload activating jitter mode decreases the time between bursts, making 


guns shoot faster. 


The full configuration of the Advanced Rapidfire MOD is only possible using Gtuner's Gamepack 
Configuration Interface. 


RAPIDFIRE ADVANCED: Duty Hold Time (ms) 


10 40 


RAPIDFIRE ADVANCED: Duty Release Time (ms) 


10 30 


RAPIDFIRE ADVANCED: First to Second Shot Delay (ms) 


80 


RAPIDFIRE ADVANCED: Number of Shots (Burst Fire) 
10 





RAPIDFIRE ADVANCED: Vertical Recoil Compensation 


-100 36 


E24 3 | Indude configuration when programming device 





Topics related with Gtuner's Gamepack Configuration Interface: 


e Programmer Panel 
¢ Gamepack Configuration 


2 & 


Rapidfire Mode determines an assist action to be used together with the activated Rapidfire and/or Alternate 
Rapidfire. 








Class 2 
Rapidfire Mode 





MOD Name Description 


The ADS (scope) enables Rapidfire and disables the Alternate 
Rapidfire. 

The ADS (scope) disables Rapidfire and enables the Alternate 
Rapidfire. 

The Rapidfire will only be activated by fully pressing the fire trigger. 

3 Press Sensitivity The Alternate Rapidfire is activate when the fire trigger is not fully 


pressed. 


3 5 Class 3 
Alternate Rapidfire 


When the Alternate Rapidfire is enabled, it will be activated based on the Rapidfire Mode configuration. For example 
if your regular Rapidfire is only active when ADSing then the Alternate Rapidfire will be activated when you are not 
using the ADS. This behavior can be very handy to set a precise rate of fire while aiming and a more aggressive 
rate of fire while hipfiring. 


MOD Name Description 
This rapid fire is optimized to be as fast as possible but at the same 
1 Quick Rapidfire time ensure that every single shot will be correctly registered by 
the game. 


The new and exclusive Advanced Rapidfire MOD features an 
unprecedented control of the parameters and physics inherent to 
the weapons models of Black Ops 3, such: Rapidfire frequency, 
period and duty; First to second shot delay; Bustfire and Vertical 
recoil compensation. 


In Call of Duty, the soldier can arm himself with pistols in both 
hands in Akimbo mode. Firing both pistols means that the player 
must awkwardly pull both the left and right triggers. This can make 
aiming more difficult. When the Easy Akimbo MOD is turned on, 
pulling the right trigger alone will fire both pistols using Quick 


2 ADVANCED Rapidfire 
Adjustable 


Rapidfire. 
Jitter mode allows user to shoot single/burst fire weapons as fully 
4 JITTER automatic for ultimate firepower. When using any burst weapon, 
Must have ammo to reload activating jitter mode decreases the time between bursts, making 


guns shoot faster. 


4X0 


Assign an action to be performed automatically when you press the fire button. 


Class 4 
Shot Modes 





MOD Name Description 
Drop Shot When you pull the fire button, your character will drop to prone 
1 is position and begin firing. This is useful for players that like to 


pe iisaye maintain stealth and reduce their target profile. This also assists in 


increasing accuracy in combat. This action is not performed if the 
ADS (scope) is in use. 


2 Drop Shot This performs the same action as drop shot but is only activated 
Press Sensitivity when you FULLY press the fire button. 
When you press the fire button your character will immediately 
Jump Shot : cerca ; ne : 
3 ; jump and begin firing. This action is not performed if the ADS 
ADS Disable a 
(scope)isinuse,  eeeeseses—“—ssSSSssS 
4 Jump Shot Performs the same action as jump shot but is only activated when 
Press Sensitivity you FULLY press the fire button. 
: When you press the fire button, your character will begin to make 
Side Shot meer ; 
5 ane ieee side movements and begin firing, confusing the enemy in the 
se process. This action is not performed if the ADS (scope) is in use. 
6 Side Shot Performs the same action as side shot but is only activated when 
Press Sensitivity you FULLY press the fire button. 
When you pull the fire button, your character will automatically use 
7 Scope Shot the ADS. This is useful for single shot weapons, decreasing the 
ADS Disable spread effect and increasing accuracy in combat. This action is not 
performed ifthe ADS (scope)isinuse. 
8 Drop Shot Similar to the drop shot option 1, but the drop action is also 
SlickNick triggered when releasing the ADS button. 
9 Auto ADS Automatically ADS when firing. 


5 Class 5 
Quick Scope 


Quick Scope is widely used in Call of Duty games. The idea behind quick scope is to use a sniper rifle, scope 
IN and fire the shot as the gun scopes in. Perfecting the aiming and timing will allow you to become a one-man 
commando with your sniper rifle. 


Description 


To fire a quick scope shot, quickly TAP your scope button (less 
than 140 ms tap). The MOD will automatically scope in, take a 
shot, and scope out. Check the menu system instructions above 
for more information on how to adjust the timing in this mode. 


Quick Scope: 
2 +~Press Sensitivity 
Timing Adjustable 


4 Quick Scope: TAP 
Timing Adjustable 


Same as 1 but the Quick Scope is activated when the ADS 
(scope) button is FULLY pressed in less than 300 ms. 


Quick Scope: Same as 1 but the Quick Scope is activated every time the 
3 Fully Auto ADS (scope) button is pressed. In this mode is not possible 
Timing Adjustable zooming on enemies. 


6 7 Class 6 
tJ Hold Breath 
This mode is specially designed for sniper rifles. It automatically holds the sniper's breath when scoping in. Upon 


activation. the MOD will hold the sniper's breath when scoping. The player no longer has to push the left thumbstick 
to hold breath. NOTE: Hold Breath MOD CAN be used with Easy Sprint and/or Quick Scope simultaneously. 


MOD Name Description 


Hold breath is only active if the ADS (scope) button is FULLY 


7 Class 7 
Double Jump 


Automatically performs the highest double jump just by holding jump button. 


MOD Name sheeedresessineensds Heeseeed DeASEeREROSESTCEEOERERTSTEEeSeNESSEETSSSEeSiSSESEeeTEEReENEN 
0 _sCDisabled 
1. ‘Enabled 


Class 8 
Easy Sprint 





If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what you 
have been looking for. NOTE: Easy Sprint MOD CAN be used with Sniper Breath and Quick Scope simultaneously. 


MOD Name Description 
ames : seit Fully Auto Your character wil sprint atthe same time you begin to move him 
forward. 
aetna i 
2 +~Press Sensitivity The character will walk regular speed if the thumbstick is only 


slightly pressed forward. 


9 Class 9 
Hair-Trigger and Elite Paddles 


The Call of Duty Advanced Black Ops 3 applies a "dead-zone" in the trigger buttons, which means the trigger (both 
for Fire or ADS) should be pressed almost half way down to be registered by the game. With Hair-Trigger MOD 
you can ensure your weapon will fire or ADS as soon you touch the correspondent trigger. 


MOD Name eee 
Disabled 
1 ‘Enabled 


2 Enabled with Elite Paddles layout 1 (P1 = Weapon Swap, P2 = Jump, P3 = Lethal 
Grenade, P4 = Reload) 


Class 12 
Button Layout 





Most users play their favorite Cal of Duty games using the default button layout but a lot of players do use optional 
button layout and switch their thumbstick positions. With the Button Layouts you can make any of the MODS on 
the Titan One work with your favorite button layout. 


MOD Name 

O = ee Sehr ase oe gesting ican evn es eghoce ap ee teaspoon eed tea 
~~ j ea ete icteric mip eae ohne aR Ro 
we ee eee 
“3 ae ae Ra eT A a we en RT ee Oe ee ee ne Ae en eee re EC Sn oe 


Bumper Jumper 


Bumper Jumper Tactical 


ei ci oi seca celeste ecb ct ht celta cloned dnodalealndenatseae 


: RAPIDFIRE 


: Mod Disabled 

: Quick Rapidfire 

: Advanced Rapidfire 
: Easy Akimbo 

: JITTER 


Ha) (0 i (0) Bd 


: Mod Disabled 

: Drop Shot: ADS Disable 

: Drop Shot: Press Sensitivity 
: Jump Shot: ADS Disable 

: Jump Shot: Press Sensitivity 
: Side Shot: ADS Disable 

: Side Shot: Press Sensitivity 
: Scope Shot: ADS Disable 

: Auto ADS 


02: RAPIDFIRE MODE 


00: Mod Disabled 
01: ADS Enable 

02: ADS Disable 

03: Press Sensitivity 


05: QUICK SCOPE 


00: Mod Disabled 

01: Quick Scope: TAP 
02: Quick Scope: Press Sensitivity 
03: Quick Scope: Fully Auto 


All Quick Scope modes are adjustable. 


03: ALTERNATE RAPIDFIRE 


00: Mod Disabled 

01: Quick Rapidfire 
02: Advanced Rapidfire 
03: Easy Akimbo 

04: JITTER 


06: HOLD BREATH 


00: Mod Disabled 
01: Fully Auto 
02: Press Sensitivity 





07: DOUBLE JUMP 08: EASY SPRINT 09: HAIR-TRIGGER+ELITE 
PAD 


: Mod Disabled 00: Mod Disabled 00: Mod Disabled 
: Enabled 01: Fully Auto 01: Enabled 
02: Press Sensitivity 02: Enabled + Elite Pad Layout 1 


: BUTTON LAYOUT 


: Default 

: Tactical 

: Lefty 

: NOM4D 

: Stick And Move 

: Bumper Jumper 

: Bumper Jumper Tactical 

: Default (B/T Flipped) 

: Tactical (B/T Flipped) 

: Lefty (B/T Flipped) 

: NOM4D (B/T Flipped) 

: Stick And Move (B/T Flipped) 
: Bumper Jumper (B/T Flipped) 
: Bumper Jumper Tactical (B/T) 





Blacklight Retribution 





The Blacklight Retribution Gamepack for Titan One has 32 MODS grouped into 9 classes. 
Instructions for Blacklight Retribution Gamepack 


Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 


Compatible Systems: Playstation 4 


ay » Titan One Exclusive Feature: Blacklight Retribution Gamepack 














Gamepack Operation 


Quick Enable/Disable MODS: 


ae + @ sr 
@+ @ «m 


VIEW 


| me Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 


= @) Player LED 4: MODS are enabled (Purple on DS4). 





Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ sx80X 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
. 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 


Goes UP Goes DOWN 


To navigate between MODS within current Class: 


2 Goes UP : Goes DOWN 


Adjustable MODS (Rapid Fire and Quick Scope): 


Ci} Increases = Decreases Test current 


Rate of Fire Rate of Fire Rate of Fire 
or Timing or Timing or Timing 


Gamepack Classes and MODS 


1 ? 7 Class 1 
o Rapid Fire 


When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons. While rapid fire will not usually make 
a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns such as reducing 
recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 
the game. 


With adjustable rapid fire you can always get the optimum 


2 Rapid Fire firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 ; 4 Pulse Rapid Fire  — | Pulse rapid fire can reach a faster rate of fire with burst type 
Adjustable weapons. 
2 ‘= Class 2 
emi Burst Fire 


100 


Burst firing is designed to turn semi automatic and automatic weapons into burst firing weapons. When this feature 
is enabled, your weapon will fire in bursts and can be set to 1, 2, 3, 4, 5, or 6 round bursts. Burst firing can help 
reduce recoil and conserve ammunition. Combining burst fire with adjustable rapid fire will give you automatic burst 
fire. This will allow you to select how many rounds are fired per burst and the amount of time between bursts for 
a truly customizable experience. 


MOD Name 
1 1 Round per Burst 


Class 3 
Fire Mode 





Fire mode determines an assist action to be used together with rapid fire and/or burst fire. These are normally 
applied to the triggers. 


MOD Name Description 
1 Scope Disable The scope (ADS) disables rapid fire and burst fire. 
Scope Enable The scope (ADS) enables rapid fire and bust fire. 


Rapid fire and burst fire will only be activated by fully pressing the 
fire button. 


Class 4 
Secondary Rapid Fire 





If secondary rapid fire is enabled it will take place when the regular rapid fire is not actuating. For example if your 
regular rapid fire is only active when scoping then the secondary rapid fire will be activated when you are not using 


scope. This behavior can be very handy to set a precise rate of fire while aiming and a more aggressive rate of 
fire while hipfiring. 


MOD Name Description 


This secondary rapid fire is optimized to be as fast as possible but 
1 Optimized Rapid Fire at the same time ensure that every single shot will be correctly 
With adjustable secondary rapid fire you can always get the 


2 Rapid Fire optimum firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse secondary rapid fire can reach a faster rate of fire with burst 
Adjustable type weapons. 


5 RN Class 5 


Anti-Recoil 


This MOD compensate for vertical recoil while firing a weapon by automatic moving the control stick in the opposite 
direction of the one your gun is moving while firing. The adjustable parameter sets how much the compensation 
should be. See the menu system instructions above for more information on how to adjust the compensation in 
this mode. 


MOD Name Description 


2 Anti-Recoil 
Scope Enable 


Anti-Recoil 
3 


Scope Disable 


5 Inverted-Y Anti-Recoil 
Scope Enable 


Inverted-Y Anti-Recoil Anti-Recoil with inverted Y-Axis is activated while firing and NOT 
2 uu 
cope Disable aiming. 


6 Class 6 
Accelerometer Aim Assist 


With accelerometer aim assist, you can use the DS4 (or DS3) controller to aim while scoping. This means you can 
move the controller to adjust the target position when scoped in. This MOD will not affect aiming with the right stick. 
It will only add an additional option to aim with. Each of the modes will add sensitivity with mode 1 being the least 
sensitive and mode 5 being the most sensitive. 


MOD Name 


Class 7 
Turbo MELEE 





Once you have activated Turbo Melee, all you need to do to perform a melee attack is press your melee attack 
button. 


MOD Name Description 
0 _—CDisabled 
1 Enabled Automatically presses the melee button. 


Class 8 
Easy Sprint 





If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what 
you have been looking for. 


MOD Name Description 
_ 1. Fully Auto ———S«wY UF Character will sprint at the same time you begin to move him 
forward. 
LAA A ee 
2 +~Press Sensitivity The character will walk regular speed if the thumbstick is only 


Be  esinocnididintnactsnodeepiansioanedamnecies 


yy Class 9 
\ Button Swap 





This unique feature allows you to setup special remapping to best adjust the controller to your personal taste. 


MOD Name Description 


Swap the bumper and triggers to convert your controller to Xbox 


Bumpers <> Triggers 36. 4 ps3 style or vice versa. 


1 
2 Crouch <-> Melee Swap the Crouch and Melee buttons. 


Quick Reference: Classes and MODS 


01: RAPID FIRE 02: BURST FIRE 03: FIRE MODE 


: Disabled 

: Optimized Rapid Fire 

: Adjustable Rapid Fire 

: Adjustable Pulse Rapid Fire 


: SECONDARY RAPID FIRE 


: Disabled 

: Optimized Rapid Fire 

: Adjustable Rapid Fire 

: Adjustable Pulse Rapid Fire 


: TURBO MELEE 
: Disabled 


01: Enabled 


: 1 Bullets per Burst 
: 2 Bullets per Burst 
: 3 Bullets per Burst 
: 4 Bullets per Burst 
: 5 Bullets per Burst 
: 6 Bullets per Burst 


: Anti-Recoil 

: Anti-Recoil - Scope Enable 

: Anti-Recoil - Scope Disable 

: InvY Anti-Recoil 

: InvY Anti-Recoil-Scope Enable 
: InvY Anti-Recoil-Scope Disable 


Adjustable 


08: EASY SPRINT 


00: Disabled 
01: Fully Auto 
02: Press Sensitivity 


: Disabled 

: Scope Disable 

: Scope Enable 

: Press Sensitivity 


: ACCEL AIM ASSIST 


: Disabled 

: Sensitivity 1 
: Sensitivity 2 
: Sensitivity 3 
: Sensitivity 4 
: Sensitivity 5 


: BUTTON SWAP 


: Disabled 

: Bumpers <-> Triggers 
: Crouch <-> Melee 

: Enable swaps 1 and 2 





Bloodborne 





The Bloodborne Gamepack (by PROTOTYPE) for Titan One is your best companion to explore the word of 
Bloodborne and fight your way thru a path full of dangerous habitants. Featuring Fast Attack Auto Combo, Strong 
Attack Auto Combo, Reliable Jump Attack, Auto Evasion, Easy Pick, Easy Run, Easy Quit and Button Layout. 


Instructions for Bloodborne Gamepack 








Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 
Compatible Systems: Playstation 4 


eT Titan One Exclusive Feature: Bloodborne Gamepack. 








Gamepack Operation 


Quick Enable/Disable MODS: 
+ @ = 
@+ @ “™ 


VIEW 





Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 
Player LED 4: MODS are enabled (Purple on DS4). 





Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ «80x 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 





Player LED 4 will blink the number of current Class (DS4 will flash purple). 


a4 2 
= @ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 


To navigate between MODS within current Class: 


Goes UP ~ Goes DOWN 


2 Goes UP : Goes DOWN 


Gamepack Classes and MODS 


1 } 4 Class 1 

Fast Attack Combo 
Adds combo sequence to the right fast attack (R1) action. A single tap on fast attack button will perform its 
original action. Hold down the button performs the combo sequence chosen. 


2 Class 2 
Strong Attack Combo 


Adds combo sequence to the right strong attack (R2) action. A single tap on strong attack button will perform its 
original action. Hold down the button performs the combo sequence chosen. 
With this MOD enabled, L3 can be used for charge attack. 








Class 3 


eg Reliable Jump Attack 


Perform the Jump Attack action reliably by holding down the Use Item button plus Strong Attack for Jump 
Attack. The Use Item action is executed normally when the button is pressed and released quickly. 


MOD Name inbdiveicacsrrsenetsretasiaerbeusceeiadibeisnedbodessdbbesriseasesbssanisevieusierssausettbeambeersesbetesesebees 
0 _—scDisabled 
1 ‘Enabled 





"~ Class 4 
8 Auto-Evad 


Double tap or triple tap to roll repetitively as quickly as possible and without loose control of the camera. 


Class 5 
Easy-Pick 





Hold down cross to quickly pick items on the ground and accelerate the scrolling of the dialogues. 


MOD Name 


Class 6 
Easy-Run 





Hold down circle for 1s to activate the auto-hold and being able to control the camera while running or climb ladders. 


MOD Name abba eeeeeesstecesesssbessasesbecetoossueoeesesocesenosseceessestecessessesenesessseceseseeeeeseesieees 
0 _sCDisabled 
1 ‘Enabled 


Class 7 
Easy-Quit 





If activated a quick tap on PS button, or holding the Options Button, will execute the sequence to quit the game 
as fast as possible. 


Enabled (PS Button - tap) 


1 
2 Enabled (Options Button - hold) 


rs} Class 8 
Button Layout 


With this MOD you can change the game controller layout. Swap L1 & R3 to lock target with L1 and transform 
weapons with R3; or use the God of War layout to use sprint, roll and jump without loose control of the camera. 


Quick Reference: Classes and MODS 


01: FAST ATTACK COMBO 


00. Disabled 


01. Combo Fast -> Fast, Fast, 


Fast, ... 


02. Combo Fast -> Strong, Strong, 


Strong, ... 


04: AUTO-EVAD 


00: Disabled 
01: Double Tap Activation 
02: Triple Tap Activation 


07: EASY-QUIT 


00: Disabled 
01: Enabled 


02: STRONG ATTACK COMBO 


00. Disabled 


01. Combo Strong -> Fast, Fast, 


Fast, ... 


02. Combo Strong -> Strong, Strong, 


Strong, ... 


Use L3 for Charge Attack 


05: EASY-PICK 


00: Disabled 
01: Enabled 


08: BUTTON LAYOUT 


00: Disabled 
01: Swap L1 with R3 
02: God of War Layout 





03: RELIABLE JUMP ATTACK 


00: Disabled 
01: Enabled 


06: EASY-RUN 


Call of Duty Ghosts 


~ GALEDUTY 


“1 


FINED TUNERS FOR G AMESDAC ‘KK 
cAlDUTY 





The Call of Duty Ghosts Gamepack for Titan One has 45 distinct MODS grouped into 12 classes, specially 
optimized for Call of Duty Ghosts. 


Instructions for Call of Duty Ghosts Gamepack 

Compatible Titan One firmware: 1.31+ 

Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 
Compatible Systems: Playstation 4, XBox One, Playstation 3, XBox 360 




















Gamepack Operation 


Quick Enable/Disable MODS: 


SELECT 
an + @ 25 
= ii 2 > . 
—— @ Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 


= iS r Player LED 4: MODS are enabled (Purple on DS4). 


Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 


> PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 
qe XBOX 360: Hold BACK+START for 2 seconds to enter in menu mode. 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 


- — " Player LED 4 will blink the number of current Class (DS4 will flash purple). 
sees 
Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 





Dualshock 3 Users: Some Bluetooth dongle are not compatible with Titan One Gamepack LED blinking, causing 
Tip all LEDs be off or have inconsistent blinking. The solution is try another Bluetooth dongle or use the USB cable to 
configure the Gamepack. 


To navigate between Classes: 





Goes UP a Goes DOWN 


Goes UP : Goes DOWN 


Adjustable MODS (Rapid Fire, Quick Scope and Fast Reload): 


= Increases “5 Decreases Test current 


Rate of Fire Rate of Fire Rate of Fire 
or Timing or Timing or Timing 


Gamepack Classes and MODS 


1 Class 1 
Rapid Fire 


When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons in Call of Duty games. While rapid fire 
will not usually make a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns 
such as reducing recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 


thegame, eee 

With adjustable rapid fire you can always get the optimum 

2 Rapid Fire firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fiespeedinthismode, seses—“sSSSSS 

3 Pulse Rapid Fire Pulse rapid fire can reach a faster rate of fire with burst type 


Adjustable weapons (i.e. M16) 


2 Class 2 

Burst Fire 
Burst firing is designed to turn semi automatic and automatic weapons into burst firing weapons. When this feature 
is enabled, your weapon will fire in bursts similar to the M16 and can be used with 1, 2, 3, 4, 5, or 6 round bursts. 
Burst firing can help reduce recoil and conserve ammunition. Combining burst fire with adjustable rapid fire will give 


you automatic burst fire. This will allow you to select how many rounds are fired per burst and the amount of time 
between bursts for a truly customizable experience. 


MOD Name 


3 Class 3 

Fire Mode 
Fire mode determines an assist action to be used together with rapid fire and/or burst fire. These are normally 
applied to the triggers. 


MOD Name Description 
1 Scope Disable The scope (ADS) disables rapid fire and burst fire. 
2 Scope Enable The scope (ADS) enables rapid fire and bust fire. 


Rapid fire and burst fire will only be activated by fully pressing the 
fire button. 


Independent rapid fire, burst fire, and jitter on the left and right dual 
wield weapons. Dual independent is very similar to Akimbo except 
it lets you select whether to fire the left weapon, right weapon, or 
both at the same time. 


In Call of Duty, the soldier can arm himself with pistols in both 
hands in Akimbo mode. Firing both pistols means that the player 
must awkwardly pull both the left and right triggers. This can make 


5 Dual Easy aiming more difficult. When the Dual Easy feature is turned on, 
pulling the right trigger alone will fire both pistols using rapid fire, 
burst fire, or Jitter. 

Dual Easy 
6 Scope Disable Dual Easy with Scope Disable feature. 
7 peal easy Dual Easy will only be activated when fully press the fire button. 


Press Sensitivity 


Zi Class 4 
ecoe Not Mode 
Assign an action to be performed automatically when you press the fire button. 


MOD Name Description 


When you pull the fire button, your character will drop to prone 
position and begin firing. This is useful for players that like to 
maintain stealth and reduce their target profile. This also assists in 
increasing accuracy in combat. This action is not performed if the 
scope (ADS) is in use. 


4 Drop Shot 


Scope Disable 


Drop Shot 


Press Sensitivity 


Jump Shot 
Scope Disable 


Jump Shot 


Press Sensitivity 


Side Shot 
Scope Disable 


Side Shot 


Press Sensitivity 


Scope Shot 
Scope Disable 


This performs the same action as drop shot but is only activated 
when you FULLY press the fire button. 


When you press the fire button your character will immediately 
jump and begin firing. This action is not performed if the scope 
(ADS) is in use. 


Performs the same action as jump shot but is only activated when 
you FULLY press the fire button. 


When you press the fire button, your character will begin to make 
side movements and begin firing, confusing the enemy in the 
process. This action is not performed if the scope (ADS) is in use. 


Performs the same action as side shot but is only activated when 
you FULLY press the fire button. 


When you pull the fire button, your character will automatically 
use the scope (ADS). This is useful for single shot weapons, 
decreasing the spread effect and increasing accuracy in combat. 


This action is not performed if the scope (ADS) is in use. 


5 Class 5 
Scope Mode 
Scope modes are MODS that are associated with using the scope (ADS). 


MOD Name Description 


Quick Scope is widely used in Call of Duty games. The idea behind 
quick scope is to use a Sniper rifle, scope IN and fire the shot as 
the gun scopes in. Perfecting the aiming and timing will allow you 
to become a one-man commando with your sniper rifle. To fire a 
quick scope shot, quickly TAP your scope button (less than 
140 ms tap) . The MOD will automatically scope in, take a shot, 
and scope out. Check the menu system instructions above for more 
information on how to adjust the timing in this mode. 


4 Quick Scope: TAP 
Timing Adjustable 


Ps ie aun Same as 1 but the Quick Scope is activated when the scope 
ees y (ADS) button is FULLY pressed in less than 300 ms. 
Timing Adjustable 
Quick Scope: Same as 1 but the Quick Scope is activated every time the scope 
3. ‘~Fully Auto (ADS) button is pressed. In this mode is not possible zooming 
Timing Adjustable on enemies. 
4 Auto Aim Auto Aim MOD is specially designed for the Call of Duty Ghosts 


Campaign campaign mode. Auto Aim allow you to auto-aim to the nearest 


enemy while scoping your rifle. Any time you pull the left trigger to 
aim it will lock to the nearest enemy. 


6 Class 6 
Hold Breath 


This mode is specially designed for sniper rifles. It automatically holds the sniper's breath when scoping in. Upon 
activation. the MOD will hold the sniper's breath when scoping. The player no longer has to push the left thumbstick 
to hold breath. NOTE: Hold Breath MOD CAN be used with Easy Sprint and/or Quick Scope simultaneously. 


MOD Name Description 
1 Fully Auto Hold breath at the same time you press the scope (ADS) button. 


2 Press Sensitivity ae is only active if the scope (ADS) button is FULLY 


T Class 7 
Fast Reload 


Fast Reload is a mode enabling a player to reload a weapon fast than normal. NOTE: Fast reload does NOT work 
on some shotguns or sniper rifles. Fast reload only works on guns that have a magazine or clip. It will not work 
on weapons that load rounds one at a time. There are several factors that affect fast reload including the perks 
you select. Perks such as Sleight of Hand will actually change the fast reload timing. Different weapons also have 
different fast reload settings. 


MOD Name Description 
1 fe nalead Reload a weapon fast than normal. 
Adjustable 
2 nis moan Reload a weapon fast than normal, using sprint cancel technique. 


rs} Class 8 

‘J Easy Sprint 
If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what you 
have been looking for. NOTE: Easy Sprint MOD CAN be used with Sniper Breath and Quick Scope simultaneously. 


MOD Name Description 


4 Full eae ‘Your character will sprint at the same time you begin to move him 
y forward. 


Your character will sprint if the thumbstick is FULL pressed forward. 
2 +~Press Sensitivity The character will walk regular speed if the thumbstick is only 


__ Slightly pressed forward 
Gg Class 9 
Turbo Melee 


Turbo Melee significantly decreases the time the character has to wait between knife attacks. It can also be used 
to decrease the wait time between Riot Shield melee attacks. Once you have activated Turbo Melee, all you need 
to do to perform a melee attack is press your melee attack button. Get ready for knife kill sprees and easier kills 
with your riot shield! 


ik Semtex Grenade MUST be equiped! 


MOD Name Description 


10 PPA class 10 
‘= Button Layout 


Most users play their favorite Cal of Duty games using the default button layout but a lot of players do use optional 
button layout and switch their thumbstick positions. With the Button Layouts you can make any of the MODS on 
the Titan One work with your favorite button layout. 


MOD Name 
5 ieee oe Sachets uc vv ee admis sncecas vce asin eat cca ig a tea de tens Stace ead 
a 4 eee laa 
does erie cca eae tala ads ladda 
3 ties Sore see eeepc eae ec igre eg ate apn abner 


11 ey Class 11 


\_@ Button Swap 


This unique feature allows you to setup special remapping to best adjust the controller to your personal taste. 


MOD Name Description 


Swap the bumper and triggers to convert your controller to Xbox 
360 to PS3 style or vice versa. 


3 Bumpers <> Triggers 
AND Analogs 


1 2 Class 12 
Accelerometer Aim Assist 


With accelerometer aim assist, you can use the Six Axis PS3 controller to aim while scoping. This means you can 
move the controller to adjust the target position when scoped in. This MOD will not affect aiming with the right stick. 
It will only add an additional option to aim with. Each of the modes will add sensitivity with mode 1 being the least 
sensitive and mode 5 being the most sensitive. 


MOD Name 





Combining MOD Classes 


The CoD Ghosts Gamepack allows you choose and combine one MOD from each Class, being possible to have a 
total of 12 active MODS at the SAME TIME. This means you can make combinations such Burst Fire added to Rapid 
Fire, resulting in an exclusive "Automatic Burst Fire" MOD. The Automatic Burst Fire can be optimized by adjusting 
the number of bullets fired per burst as well as the time between bursts. For additional optimization, you can add the 
"Scope Enable" MOD, which will make the Automatic Burst Fire be activated only when the ADS scope is in use. 


Examples of Combinations: 


Sniper Optimized 


5g v © : o , © VA 
—_ Dual Easy ‘ 
Optimized Hold Breath ‘ Easy Sprint Turbo 
Scope Quick Scope 


Rapidfire . Fully Auto Fully Auto Knife 
Disable 





Full Automatic Assault 


oR WF Sb YS 
+ + +... + * 
. Drop Shot ; 
3 Rounds Adjustable Scope 7 Easy Sprint Turbo 
ress 


Burst Fire Rapid Fire Enable oa Fully Auto Knife 
Sensitivity 





PLEASE NOTE: These are only examples, you do NOT have to use the combinations in this manner. You can 
experiment and use whatever combinations suit your playing style best. The possibilities are endless and with the 
exclusive "Press Sensitivity" feature, you can assign two different MODS to one single button for combinations like: 


y dl With this combination, you can activate Rapid Fire by 


fe partially pressing the fire button and drop shot by fully 
Adjustable 





Drop Shot ; . 
: pressing the fire button. 
Pulse Press 
Rapid Fire Sensitivity 





Quick Reference: Classes and MODS 


01: RAPID FIRE 02: BURST FIRE 03: FIRE MODE 


01: Optimized Rapid Fire : 1 Bullets per Burst : Scope Disable 
: Adjustable Rapid Fire : 2 Bullets per Burst : Scope Enable 
: Adjustable Pulse Rapid Fire : 3 Bullets per Burst : Press Sensitivity 
: 4 Bullets per Burst : Dual Independent 
: 5 Bullets per Burst : Dual Easy 
: 6 Bullets per Burst : Dual Easy: Scope Disable 
: Dual Easy: Press Sensitivity 


: SHOT MODE Hi (0) =) 


: Drop Shot: Scope Disable : Quick Scope: TAP : Fully Auto 

: Drop Shot: Press Sensitivity : Quick Scope: Press Sensitivity : Press Sensitivity 
: Jump Shot: Scope Disable : Quick Scope: Fully Auto 

: Jump Shot: Press Sensitivity : Auto Aim (Campaign) 

: Side Shot: Scope Disable 

: Side Shot: Press Sensitivity All Quick Scope modes are adjustable. 

: Scope Shot: Scope Disable 


: FAST RELOAD 08: EASY SPRINT 09: TURBO MELEE (Use Semtex) 


: Fast Reload (Adjustable) 01: Fully Auto 01: Turbo Knife 
: Sprint Fast Reload 02: Press Sensitivity 
(Adjustable) 


: BUTTON LAYOUT 11: BUTTON SWAP 12: ACCEL AIM ASSIST 


: Default 01: Bumpers <> Triggers : Sensitivity 1 
: Tactical 02: Analogs : Sensitivity 2 
: Lefty 03: Bumpers <> Triggers + Analogs : Sensitivity 3 
: NOM4D : Sensitivity 4 
: NOM4D Tactical : Sensitivity 5 





Call of Duty Series 








SEMIES 
‘GAMERACK 





The Call of Duty Series Gamepack for Titan One has 56 distinct MODS grouped into 12 classes, specially 
optimized for Modern Warfare, Modern Warfare 2, Black Ops and Modern Warfare 3. This Gamepack allows 
you to make up to 165,473,280 combinations of MODS. 


Instructions for Call of Duty Series Gamepack 





Compatible Titan One firmware 31+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 
Compatible Systems: Playstation 3, XBox 360 














Gamepack Operation 


Quick Enable/Disable MODS: 
SELECT + ) — 
@ + QO “ 





ia i 
—— @) Player LED 1: Controller in regular mode, all MODS are disabled. 
Seseeaee 
. , Player LED 4: MODS are enabled. 


Gamepack Configuration 


To enter in menu mode: 


SELECT START 
(0 (Bes PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 


€ap ode dep XBOX 360: Hold BACK+START for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT (or BACK) button pressed while in Menu mode. To exit the menu mode, release the 
SELECT (or BACK) button. 


J 2 a 
—— @ Player LED 4 will blink the number of current Class. 
sees 


Player LED 3 will blink the number of active MOD for current Class. 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


2) all LEDs be off or have inconsistent blinking. The solution is try another Bluetooth dongle or use the USB cable to 


Dualshock 3 Users: Some Bluetooth dongle are not compatible with Titan One Gamepack LED blinking, causing 
Ti 
configure the Gamepack. 


To navigate between Classes: 


: Goes UP 2 Goes DOWN 


To navigate between MODS within current Class: 


2 Goes UP ° Goes DOWN 


Adjustable MODS (Rapid Fire, Quick Scope and Fast Reload): 


Cit} Increases Decreases Test current 
- _ 


Rate of Fire Rate of Fire Rate of Fire 
or Timing or Timing or Timing 


Gamepack Classes and MODS 


1 Class 1 
Rapid Fire 


When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons in Call of Duty games. While rapid fire 
will not usually make a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns 
such as reducing recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 


thegame. eee 

With adjustable rapid fire you can always get the optimum 

2 Rapid Fire firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
firespeedinthismode,  seses—“—sSSSSS 

3 Pulse Rapid Fire Pulse rapid fire can reach a faster rate of fire with burst type 
Adjustable weapons (i.e.M16) 0 eeeseses—“—i‘“‘<i<iCStsss 
Jitter mode allows user to shoot single/burst fire weapons as fully 

4 _ Jitter - Traditional automatic for ultimate firepower. When using any burst weapon, 


activating jitter mode decreases the time between bursts, making 


guns shoot faster. Jitter mode is effective at close range but might 
reduce its accuracy at long range. Jitter no longer works as of 
Modern Warfare 3 but still works in all pervious Modern Warfare 
versions of CoD. 


Jitter Black Ops is very similar to the original Jitter, but uses a 
5 Jitter - Black Ops special button combination to work with some patched guns such 
as the shotgun in Black Ops. 


2 Class 2 

Burst Fire 
Burst firing is designed to turn semi automatic and automatic weapons into burst firing weapons. When this feature 
is enabled, your weapon will fire in bursts similar to the M16 and can be used with 1, 2, 3, 4, 5, or 6 round bursts. 
Burst firing can help reduce recoil and conserve ammunition. Combining burst fire with adjustable rapid fire will give 


you automatic burst fire. This will allow you to select how many rounds are fired per burst and the amount of time 
between bursts for a truly customizable experience. 


MOD Name 


3 Class 3 

Fire Mode 
Fire mode determines an assist action to be used together with rapid fire and/or burst fire. These are normally 
applied to the triggers. 


MOD Name Description 
1 Scope Disable The scope (ADS) disables rapid fire and burst fire. 
2 Scope Enable The scope (ADS) enables rapid fire and bust fire. 


Rapid fire and burst fire will only be activated by fully pressing the 
fire button. 


Independent rapid fire, burst fire, and jitter on the left and right dual 
wield weapons. Dual independent is very similar to Akimbo except 
it lets you select whether to fire the left weapon, right weapon, or 
both at the same time. 


In Call of Duty, the soldier can arm himself with pistols in both 
hands in Akimbo mode. Firing both pistols means that the player 
must awkwardly pull both the left and right triggers. This can make 
aiming more difficult. When the Dual Easy feature is turned on, 
pulling the right trigger alone will fire both pistols using rapid fire, 
burst fire, or Jitter. 


Dual Easy 
Scope Disable 


Dual Easy 


Press Sensitivity 


4 Zi Class 4 


Shot Mode 


Assign an action to be performed automatically when you press the fire button. 


Description 


When you pull the fire button, your character will drop to prone 
position and begin firing. This is useful for players that like to 
maintain stealth and reduce their target profile. This also assists in 
increasing accuracy in combat. This action is not performed if the 
scope (ADS) is in use. 


This performs the same action as drop shot but is only activated 
when you FULLY press the fire button. 


When you press the fire button your character will immediately 
jump and begin firing. This action is not performed if the scope 
(ADS) is in use. 


Performs the same action as jump shot but is only activated when 
you FULLY press the fire button. 


When you press the fire button, your character will begin to make 
side movements and begin firing, confusing the enemy in the 
process. This action is not performed if the scope (ADS) is in use. 


Performs the same action as side shot but is only activated when 
you FULLY press the fire button. 


MOD Name 
4 Drop Shot 
Scope Disable 
2 Drop Shot 
Press Sensitivity 
3 Jump Shot 
Scope Disable 
4 Jump Shot 
Press Sensitivity 
5 Side Shot 
Scope Disable 
6 Side Shot 
Press Sensitivity 
7 Scope Shot 


Scope Disable 


When you pull the fire button, your character will automatically 
use the scope (ADS). This is useful for single shot weapons, 
decreasing the spread effect and increasing accuracy in combat. 
This action is not performed if the scope (ADS) is in use. 


5 & Class 5 


Scope Mode 


Scope modes are MODS that are associated with using the scope (ADS). 


Description 


oe eedeentaaenesions 


MOD Name 
4 Quick Scope 
Timing Adjustable 
2 


Zombie 


Quick scope is widely used in Call of Duty games. The idea behind 
quick scope is to use a Sniper rifle, scope IN and fire the shot as 
the gun scopes in. Perfecting the aiming and timing will allow you 
to become a one-man commando with your sniper rifle. To fire a 
quick scope shot, quickly TAP your scope button. The MOD 
will automatically scope in, take a shot, and scope out. Check the 
menu system instructions above for more information on how to 
adjust the timing in this mode. 

Auto Aim Zombie MOD is specially designed for the Call of Duty 
series Zombie Arcade mode and Modern Warfare 2 and 3 in 


campaign mode. Auto Aim allow you to auto-aim to the nearest 
Zombie while scoping your rifle. Any time you pull the left trigger to 
aim it will lock to the nearest Zombie. 


6 Class 6 
Hold Breath 


This mode is specially designed for sniper rifles. It automatically holds the sniper's breath when scoping in. Upon 
activation. the MOD will hold the sniper's breath when scoping. The player no longer has to push the left thumbstick 
to hold breath. NOTE: Hold Breath MOD CAN be used with Easy Sprint and/or Quick Scope simultaneously. 


MOD Name Description 


1 Fully Auto Hold breath at the same time you press the scope (ADS) button. 


2 Press Sensitivity cet is only active if the scope (ADS) button is FULLY 


T Class 7 
Fast Reload 


Fast Reload is a mode enabling a player to reload a weapon fast than normal. Fast reload is most effective in 
Modern Warfare, Modern Warfare 2, and Modern Warfare 3. It is not as effective in Black Ops because Black Ops 
uses a different graphics engine that is not susceptible to the same fast reload glitch. NOTE: Fast reload does NOT 
work on some shotguns or sniper rifles. Fast reload only works on guns that have a magazine or clip. It will not 
work on weapons that load rounds one at a time. There are several factors that affect fast reload including the 
perks you select. Perks such as Sleight of Hand will actually change the fast reload timing. Different weapons also 
have different fast reload settings. 


MOD Name Description 
1 Taeitional Past eloag Works with all COD games except Modern Warfare 3. 
Adjustable 
Eo comex rast Works with Modern Warfare 3. You must be holding a Semtex 
2 Reload 
Adjustable grenade for this fast reload mode to work. 


rs} Class 8 

7 Easy Sprint 
If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what you 
have been looking for. NOTE: Easy Sprint MOD CAN be used with Sniper Breath and Quick Scope simultaneously. 


MOD Name Description 


4 Full Rane. Your character will sprint at the same time you begin to move him 
y forward. 


Your character will sprint if the thumbstick is FULL pressed forward. 
2 «~Press Sensitivity The character will walk regular speed if the thumbstick is only 
slightly pressed forward. 


G Class 9 
Turbo Melee 


Turbo Melee significantly decreases the time the character has to wait between knife attacks in Modern Warfare, 
Modern Warfare 2 and Modern Warfare 3. It can also be used to decrease the wait time between Riot Shield melee 
attacks. Once you have activated Turbo Melee, all you need to do to perform a melee attack is press your melee 
attack button. Get ready for knife kill sorees and easier kills with your riot shield! 


ik Semtex Grenade MUST be equiped! 


MOD Name Description 


4 Black Ops Turbo Riot 


Shield 
sees bectastes women 
5 Shield and Turbo Riot Shield with melee proficiency enabled. For Modern 
With Melee Proficiency Warfare 3. 
6 MW3 Riot Shield Turbo Riot Shield without melee proficiency enabled. For Modern 
Without Melee Proficiency Warfare 3. 


10 PPA class 10 
**\ Button Layout 


Most users play their favorite Cal of Duty games using the default button layout but a lot of players do use optional 
button layout and switch their thumbstick positions. With the Button Layouts you can make any of the MODS on 
the Titan One work with your favorite button layout. 


MOD Name 
ie 4 ae = or cai aaaaeaateaeaiadaiaeanesss ueaeaaemmaenaaiials 
exist i cee eee essere pasa Denese 
ee oat on Oe ee ON ee RT eT ee eT eT ae 


11 ey Class 11 


\_@ Button Swap 


This unique feature allows you to setup special remapping to best adjust the controller to your personal taste. 


MOD Name Description 


Swap the bumper and triggers to convert your controller to Xbox 
360 to PS3 style or vice versa. 


3 Bumpers <> Triggers 
AND Analogs 


1 2 Class 12 
Accelerometer Aim Assist 


With accelerometer aim assist, you can use the Six Axis PS3 controller to aim while scoping. This means you can 
move the controller to adjust the target position when scoped in. This MOD will not affect aiming with the right stick. 
It will only add an additional option to aim with. Each of the modes will add sensitivity with mode 1 being the least 
sensitive and mode 5 being the most sensitive. 
MOD Name 
1 Sensitivity 1 


Combining MOD Classes 


The Call of Duty Gamepack allows you choose and combine one MOD from each Class, being possible to have a 
total of 12 active MODS at the SAME TIME. This means you can make combinations such Burst Fire added to Rapid 
Fire, resulting in an exclusive "Automatic Burst Fire" MOD. The Automatic Burst Fire can be optimized by adjusting 
the number of bullets fired per burst as well as the time between bursts. For additional optimization, you can add the 
"Scope Enable" MOD, which will make the Automatic Burst Fire be activated only when the ADS scope is in use. 


Examples of Combinations: 


Sniper Optimized 


dn dn ee 


Dual Easy , 
, Hold Breath ; Easy Sprint Turbo 
Jitter Scope Quick Scope ; 
; Fully Auto Fully Auto Knife 
Disable 





Full Automatic Assault 


an 


+947 


Drop Shot 
Press 


3 Rounds 
Burst Fire 


Adjustable 
Rapid Fire 


Scope 
Enable 


Easy Sprint 


me: Fully Auto 
Sensitivity 





PLEASE NOTE: These are only examples, you do NOT have to use the combinations in this manner. You can 
experiment and use whatever combinations suit your playing style best. The possibilities are endless and with the 
exclusive "Press Sensitivity" feature, you can assign two different MODS to one single button for combinations like: 


Ry 6 OCP 


+ ee00 


With this combination, you can activate Rapid Fire by 
partially pressing the fire button and drop shot by fully 





Adjustable Drop Shot ; . 
. pressing the fire button. 
Pulse Press 

Rapid Fire Sensitivity 


Quick Reference: Classes and MODS 


01: RAPID FIRE 


: Optimized Rapid Fire 

: Adjustable Rapid Fire 

: Adjustable Pulse Rapid Fire 
: Jitter Traditional 

: Jitter BlackOps 


: SHOT MODE 


: Drop Shot: Scope Disable 

: Drop Shot: Press Sensitivity 
: Jump Shot: Scope Disable 

: Jump Shot: Press Sensitivity 
: Side Shot: Scope Disable 

: Side Shot: Press Sensitivity 
: Scope Shot: Scope Disable 


: FAST RELOAD 


: Traditional Fast Reload 
(Adjustable) 

: MW3 Semtex Fast Reload 
(Adjustable) 


: BUTTON LAYOUT 


01: Tactical 
02: Lefty 
03: NOM4D Black Ops 


02: BURST FIRE 


01: 1 Bullets per Burst 
02: 2 Bullets per Burst 
03: 3 Bullets per Burst 
04: 4 Bullets per Burst 
05: 5 Bullets per Burst 
06: 6 Bullets per Burst 


(O} Ry of 0} ») = [e] b) 
01: Quick Scope (Adjustable) 
02: Auto Aim (Zombie) 


Quick Scope Activation: Quick TAP on 
scope button. 


08: EASY SPRINT 


01: Fully Auto 
02: Press Sensitivity 


11: BUTTON SWAP 





01: Bumpers <> Triggers Ol: 


02: Analogs 02 


: FIRE MODE 


: Scope Disable 

: Scope Enable 

: Press Sensitivity 

: Dual Independent 

: Dual Easy 

: Dual Easy: Scope Disable 

: Dual Easy: Press Sensitivity 


Ha (0) B=) 


: Fully Auto 
: Press Sensitivity 


: TURBO MELEE (Use Semtex) 


: Traditional Knife 

: Traditional Riot Shield 

: Black Ops Knife 

: Black Ops Riot Shield 

: MW3 Knife and Riot Shield 


(With Melee Proficiency) 


: MW3 Riot Shield 


(Without Melee Proficiency) 


: ACCEL AIM ASSIST 


Sensitivity 1 


: Sensitivity 2 
03: Bumpers <> Triggers + Analogs |03: 


Sensitivity 3 


04: NOMA4D Tactical 04: Sensitivity 4 
05: Flip Default 05: Sensitivity 5 
06: Flip Tactical 

07: Flip Lefty 

08: Flip NOM4D Black Ops 

09: Flip NOM4D Tactical 





CoD Advanced Warfare 
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Call of Duty Advanced Warfare Gamepack for Titan One features, among all others MODs you are used to, 
the Tac 19 Jitter, Double Jump and Hair-Trigger. 


Instructions for CoD Advanced Warfare Gamepack 


Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 


Compatible Systems: Playstation 4, XBox One, Playstation 3, XBox 360 


ay » Titan One Exclusive Feature: Call of Duty Advanced Warfare Gamepack 














Gamepack Operation 


Quick Enable/Disable MODS: 


an + @ 
@+ @ “~~ 


VIEW 









Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 


| 2 
= @ Player LED 4: MODS are enabled (Purple on DS4). 


Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ sx80X 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
. 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


a 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 
: Goes UP Goes DOWN 


To navigate between MODS within current Class: 


Goes UP : Goes DOWN 


Adjustable MODS (Rapid Fire and Quick Scope): 


Cit} Increases os Decreases Test current 


Rate of Fire Rate of Fire Rate of Fire 
or Timing or Timing or Timing 


Gamepack Classes and MODS 


1 Class 1 
Rapid Fire 


When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons in Call of Duty games. While rapid fire 
will not usually make a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns 
such as reducing recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 
the game. 


With adjustable rapid fire you can always get the optimum 


2 Rapid Fire firepower for your favorite weapon. See the menu system 

Adjustable instructions above for more information on how to adjust your rapid 

firespeedinthismode,  —eses—“‘<“<; OS 

3 Pulse Rapid Fire Pulse rapid fire can reach a faster rate of fire with burst type 
Adjustable weapons (i.e. M16) 

Tac 19 Jitter is very similar to the Call of Duty original Jitter 

4 Tac 19 JITTER glitch. The Jitter makes the weapon shoot faster by canceling the 


animation. Equip the Jac 19 weapon and the Gung-Ho perk. 


2 Class 2 
Burst Fire 


Burst firing is designed to turn semi automatic and automatic weapons into burst firing weapons. When this feature 
is enabled, your weapon will fire in bursts similar to the M16 and can be used with 1, 2, 3, 4, 5, or 6 round bursts. 
Burst firing can help reduce recoil and conserve ammunition. Combining burst fire with adjustable rapid fire will give 
you automatic burst fire. This will allow you to select how many rounds are fired per burst and the amount of time 
between bursts for a truly customizable experience. 


MOD Name 


3 Class 3 
Fire Mode 


Fire mode determines an assist action to be used together with rapid fire and/or burst fire. These are normally 
applied to the triggers. 


MOD Name Description 
1 Scope Disable The scope (ADS) disables rapid fire and burst fire. 
2 Scope Enable The scope (ADS) enables rapid fire and bust fire. 


Rapid fire and burst fire will only be activated by fully pressing the 
fire button. 


Independent rapid fire, burst fire, and jitter on the left and right dual 
wield weapons. Dual independent is very similar to Akimbo except 
it lets you select whether to fire the left weapon, right weapon, or 
both at the same time. 


5 Dual Eas In Call of Duty, the soldier can arm himself with pistols in both 
y hands in Akimbo mode. Firing both pistols means that the player 


6 Dual Easy 


Scope Disable 


Dual Easy 


Press Sensitivity 


must awkwardly pull both the left and right triggers. This can make 
aiming more difficult. When the Dual Easy feature is turned on, 
pulling the right trigger alone will fire both pistols using rapid fire, 
burst fire, or Jitter. 





If secondary rapid fire is enabled it will take place when the regular rapid fire is not actuating. For example if your 
regular rapid fire is only active when scoping then the secondary rapid fire will be activated when you are not using 
scope. This behavior can be very handy to set a precise rate of fire while aiming and a more aggressive rate of 


fire while hipfiring. 


2 Rapid Fire 
Adjustable 


3 Pulse Rapid Fire 
Adjustable 


5 Class 5 
Shot Mode 


Description 


This secondary rapid fire is optimized to be as fast as possible but 
at the same time ensure that every single shot will be correctly 
registered by the game. 


With adjustable secondary rapid fire you can always get the 
optimum firepower for your favorite weapon. See the menu system 
instructions above for more information on how to adjust your rapid 
fire speed in this mode. 


Pulse secondary rapid fire can reach a faster rate of fire with burst 
type weapons. 


Assign an action to be performed automatically when you press the fire button. 


MOD Name 


4 Drop Shot 


Scope Disable 


2 Drop Shot 


Press Sensitivity 


3 Double Jump Shot 


Scope Disable 


4 Double Jump Shot 


Press Sensitivity 


Description 

When you pull the fire button, your character will drop to prone 
position and begin firing. This is useful for players that like to 
maintain stealth and reduce their target profile. This also assists in 
increasing accuracy in combat. This action is not performed if the 
scope (ADS) is in use. 


This performs the same action as drop shot but is only activated 


when you FULLY press the fire button. 


When you press the fire button your character will immediately 
double jump and begin firing. This action is not performed if the 
scope (ADS) is in use. 


Performs the same action as double jump shot but is only activated 
when you FULLY press the fire button. 


. When you press the fire button, your character will begin to make 

Side Shot were ; 
5 SaaStpieSbie side movements and begin firing, confusing the enemy in the 
i process. This action is not performed if the scope (ADS) is in use. 


6 SideShot = =~—_ Performs the same action as side shot but is only activated when 


Press Sensitivity you FULLY press the fire button. 
When you pull the fire button, your character will automatically 
7 Scope Shot use the scope (ADS). This is useful for single shot weapons, 
Scope Disable decreasing the spread effect and increasing accuracy in combat. 
This action is not performed if the scope (ADS) is in use. 
8 Auto Scope (ADS) Automatically scope (ADS) when firing. 


6 Class 6 
Quick Scope 


Quick Scope is widely used in Call of Duty games. The idea behind quick scope is to use a sniper rifle, scope 
IN and fire the shot as the gun scopes in. Perfecting the aiming and timing will allow you to become a one-man 
commando with your sniper rifle. 


MOD Name Description 
To fire a quick scope shot, quickly TAP your scope button (less 
4 Quick Scope: TAP than 140 ms tap). The MOD will automatically scope in, take a 
Timing Adjustable shot, and scope out. Check the menu system instructions above 
for more information on how to adjust the timing in this mode. 
> ee Hane Same as 1 but the Quick Scope is activated when the scope 
ee y (ADS) button is FULLY pressed in less than 300 ms. 
Timing Adjustable 
Quick Scope: Same as 1 but the Quick Scope is activated every time the scope 
3 ‘Fully Auto (ADS) button is pressed. In this mode is not possible zooming 
Timing Adjustable on enemies. 


T Class 7 
Hold Breath 


This mode is specially designed for sniper rifles. It automatically holds the sniper's breath when scoping in. Upon 
activation. the MOD will hold the sniper's breath when scoping. The player no longer has to push the left thumbstick 
to hold breath. NOTE: Hold Breath MOD CAN be used with Easy Sprint and/or Quick Scope simultaneously. 


MOD Name Description 
1 Fully Auto Hold breath at the same time you press the scope (ADS) button. 
2 Press Sensitivity ane is only active if the scope (ADS) button is FULLY 


8 Class 8 
Double Jump 


Automatically performs the highest double jump just by holding jump button. 


MOD Name eee 
Disabled 
1.‘ Enabled 
9] Class 9 
Easy Sprint 


If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what you 
have been looking for. NOTE: Easy Sprint MOD CAN be used with Sniper Breath and Quick Scope simultaneously. 


MOD Name Description 
_ 1 _ Fully Auto. ———S«wY UF Character will sprint at the same time you begin to move him 
forward. 
een pone ee 
2 +~Press Sensitivity The character will walk regular speed if the thumbstick is only 


slightly pressed forward. 


1 0 Class 10 
Anti-Recoil 


This MOD compensate for vertical recoil while firing a weapon by automatic moving the control stick in the opposite 
direction of the one your gun is moving while firing. The adjustable parameter sets how much the compensation 
should be. See the menu system instructions above for more information on how to adjust the compensation in 
this mode. 


MOD Name Description 


Anti-Recoil 
Scope Enable 


2 
3 Anti-Recoil Anti-Recoil is activated while firing and NOT aiming. 
Scope Disable 


Anti-Recoil is activated while firing and aiming. 


5 Inverted-Y Anti-Recoil 
Scope Enable 


Inverted-Y Anti-Recoil = Anti-Recoil with inverted Y-Axis is activated while firing and NOT 
eee ws 
cope Disable aiming. 


1 1 Class 11 
Hair-Trigger 


The Call of Duty Advanced Warfare applies a "dead-zone" in the trigger buttons, which means the trigger (both for 
shoot or ADS) should be pressed almost half way down to be registered by the game. With Hair-Trigger MOD you 
can ensure your weapon will fire or ADS as soon you touch the correspondent trigger. 


MOD Name cethbasdedehasesdshessdcchbbadésddbecdseddbeashschdbabbadsbeadsasbeaehbeddbadhedsheaddaddhesbeddbabnadsheadassdnbehnsdsbasdesaheassbashbahscdsbadscddbeaddsddheascsdbaddacsheadbbssndabbadsborsershscebbennbadsebabarassedse 
Disabled 
1. ‘Enabled 
1 2 Class 12 
Button Layout 


Most users play their favorite Cal of Duty games using the default button layout but a lot of players do use optional 
button layout and switch their thumbstick positions. With the Button Layouts you can make any of the MODS on 
the Titan One work with your favorite button layout. 


MOD Name 


NOM4D Tactical 


on 


Default with Bumper/Trigger Swap 


03: FIRE MODE 


: Mod Disabled : Mod Disabled : Mod Disabled 
: Optimized Rapid Fire : 1 Bullets per Burst : Scope Disable 
: Adjustable Rapid Fire : 2 Bullets per Burst : Scope Enable 
: Adjustable Pulse Rapid Fire : 3 Bullets per Burst : Press Sensitivity 
: Tac 19 Jitter : 4 Bullets per Burst : Dual Independent 

: 5 Bullets per Burst : Dual Easy 

: 6 Bullets per Burst : Dual Easy: Scope Disable 

: Dual Easy: Press Sensitivity 





04: SECONDARY RAPID FIRE 


: Mod Disabled 

: Optimized Rapid Fire 

: Adjustable Rapid Fire 

: Adjustable Pulse Rapid Fire 


: HOLD BREATH 


: Mod Disabled 
: Fully Auto 
: Press Sensitivity 


: ANTI-RECOIL 


: Mod Disabled 

: Anti-Recoil 

: Anti-Recoil - Scope Enable 

: Anti-Recoil - Scope Disable 

: InvY Anti-Recoil 

: InvY Anti-Recoil-Scope Enable 
: InvY Anti-Recoil-Scope Disable 


Adjustable 


05: SHOT MODE 


: Mod Disabled 

: Drop Shot: Scope Disable 

: Drop Shot: Press Sensitivity 
: Jump Shot: Scope Disable 

: Jump Shot: Press Sensitivity 
: Side Shot: Scope Disable 

: Side Shot: Press Sensitivity 
: Scope Shot: Scope Disable 

: Auto Scope (ADS) 


08: DOUBLE JUMP 


00: Mod Disabled 
01: Enabled 


11: HAIR-TRIGGER 


00: Mod Disabled 
01: Enabled 


06: QUICK SCOPE 


00: Mod Disabled 

01: Quick Scope: TAP 

02: Quick Scope: Press Sensitivity 
03: Quick Scope: Fully Auto 


All Quick Scope modes are 
adjustable. 


09: EASY SPRINT 


: Mod Disabled 
: Fully Auto 
: Press Sensitivity 


: BUTTON LAYOUT 


: Default 

: Tactical 

: Lefty 

: NOM4D 

: NOM4D Tactical 

: Default with B/T Swap 

: Tactical with B/T Swap 

: Lefty with B/T Swap 

: NOM4D with B/T Swap 

: NOM4D Tactical with B/T Swap 





CoD Ghosts: Special Tactics 
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The CoD Ghosts: Special Tactics Gamepack for Titan One features, among all others MODS you are used to, 
the Secondary Rapidfire MOD and the Anti-Recoil MOD. 


Instructions for CoD Ghosts: Special Tactics Gamepack 

Compatible Titan One firmware: 2.00+ 

Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 
Compatible Systems: Playstation 4, XBox One, Playstation 3, XBox 360 


eT» Titan One Exclusive Feature: CoD Ghosts: Special Tactics Gamepack 




















Gamepack Operation 


Quick Enable/Disable MODS: 

SHARE 

+ © -= 
@ + @ 








Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 
4 vi 
- @ Player LED 4: MODS are enabled (Purple on DS4). 
sees 


3 4 


Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ sx80X 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
. 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 
: Goes UP Goes DOWN 


To navigate between MODS within current Class: 


Goes UP : Goes DOWN 


Adjustable MODS (Rapid Fire and Quick Scope): 


Ci} Increases = Decreases Test current 


Rate of Fire Rate of Fire Rate of Fire 
or Timing or Timing or Timing 


Gamepack Classes and MODS 


1 Rapid Fire 


When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons in Call of Duty games. While rapid fire 
will not usually make a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns 
such as reducing recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 
the game. 


With adjustable rapid fire you can always get the optimum 


2 Rapid Fire firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse rapid fire can reach a faster rate of fire with burst type 
Adjustable weapons (i.e. M16) 


2 Class 2 
Burst Fire 


Burst firing is designed to turn semi automatic and automatic weapons into burst firing weapons. When this feature 
is enabled, your weapon will fire in bursts similar to the M16 and can be used with 1, 2, 3, 4, 5, or 6 round bursts. 
Burst firing can help reduce recoil and conserve ammunition. Combining burst fire with adjustable rapid fire will give 
you automatic burst fire. This will allow you to select how many rounds are fired per burst and the amount of time 
between bursts for a truly customizable experience. 


MOD Name 
1 1 Round per Burst 


Class 3 
Fire Mode 





Fire mode determines an assist action to be used together with rapid fire and/or burst fire. These are normally 
applied to the triggers. 


MOD Name Description 
1 Scope Disable The scope (ADS) disables rapid fire and burst fire. 
2 Scope Enable The scope (ADS) enables rapid fire and bust fire. 


Rapid fire and burst fire will only be activated by fully pressing the 
fire button. 


Independent rapid fire, burst fire, and jitter on the left and right dual 
wield weapons. Dual independent is very similar to Akimbo except 
it lets you select whether to fire the left weapon, right weapon, or 
both at the same time. 


In Call of Duty, the soldier can arm himself with pistols in both 
hands in Akimbo mode. Firing both pistols means that the player 
must awkwardly pull both the left and right triggers. This can make 
aiming more difficult. When the Dual Easy feature is turned on, 


4 Dual Independent 


5‘ Dual Easy 


pulling the right trigger alone will fire both pistols using rapid fire, 
burst fire, or Jitter. 


Dual Easy ; 
6 Scape Bissle Dual Easy with Scope Disable feature. 
7 evabeaey Dual Easy will only be activated when fully press the fire button. 


Press Sensitivity 


Class 4 
Secondary Rapid Fire 





If secondary rapid fire is enabled it will take place when the regular rapid fire is not actuating. For example if your 
regular rapid fire is only active when scoping then the secondary rapid fire will be activated when you are not using 
scope. This behavior can be very handy to set a precise rate of fire while aiming and a more aggressive rate of 
fire while hipfiring. 


MOD Name Description 


This secondary rapid fire is optimized to be as fast as possible but 
1 Optimized Rapid Fire at the same time ensure that every single shot will be correctly 
registered by the game. 


With adjustable secondary rapid fire you can always get the 


2 Rapid Fire optimum firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse secondary rapid fire can reach a faster rate of fire with burst 
Adjustable type weapons. 


5 FF; 


Assign an action to be performed automatically when you press the fire button. 


Class 5 
Shot Mode 


\ 





MOD Name Description 


When you pull the fire button, your character will drop to prone 
position and begin firing. This is useful for players that like to 
maintain stealth and reduce their target profile. This also assists in 
increasing accuracy in combat. This action is not performed if the 
scope (ADS) is in use. 
2 Drop Shot This performs the same action as drop shot but is only activated 
Press Sensitivity when you FULLY press the fire button. 


‘When you press the fire button your character will immediately 
jump and begin firing. This action is not performed if the scope 
penne nent Saeed Ne 


4 Jump Shot Performs the same action as jump shot but is only activated when 
Press Sensitivity you FULLY press the fire button. 


‘When you press the fire button, your character will begin to make 
side movements and begin firing, confusing the enemy in the 
process. This action is not performed if the scope (ADS) is in use. 


4 Drop Shot 


Scope Disable 


3 Jump Shot 
Scope Disable 


5 Side Shot 
Scope Disable 


6 Side Shot Performs the same action as side shot but is only activated when 


Press Sensitivity you FULLY press the fire button. 
When you pull the fire button, your character will automatically 
7 Scope Shot use the scope (ADS). This is useful for single shot weapons, 
Scope Disable decreasing the spread effect and increasing accuracy in combat. 


This action is not performed if the scope (ADS) is in use. 


6 Class 6 
Quick Scope 


Quick Scope is widely used in Call of Duty games. The idea behind quick scope is to use a sniper rifle, scope 
IN and fire the shot as the gun scopes in. Perfecting the aiming and timing will allow you to become a one-man 
commando with your sniper rifle. 


MOD Name Description 


To fire a quick scope shot, quickly TAP your scope button (less 
4 Quick Scope: TAP than 140 ms tap). The MOD will automatically scope in, take a 
Timing Adjustable shot, and scope out. Check the menu system instructions above 

for more information on how to adjust the timing in this mode. 


Quick Scope: 

2 ~‘~Press Sensitivity 
Timing Adjustable 
Quick Scope: Same as 1 but the Quick Scope is activated every time the scope 

3 Fully Auto (ADS) button is pressed. In this mode is not possible zooming 
Timing Adjustable on enemies. 


T Class 7 
N Hold Breath 
This mode is specially designed for sniper rifles. It automatically holds the sniper's breath when scoping in. Upon 


activation. the MOD will hold the sniper's breath when scoping. The player no longer has to push the left thumbstick 
to hold breath. NOTE: Hold Breath MOD CAN be used with Easy Sprint and/or Quick Scope simultaneously. 


Same as 1 but the Quick Scope is activated when the scope 
(ADS) button is FULLY pressed in less than 300 ms. 


MOD Name Description 
1 Fully Auto Hold breath at the same time you press the scope (ADS) button. 
Hest Snsetdans ueedeaesssca ae teensert tion tins deat niges ete ae he re ue Pay 


pressed. 


Class 8 
Fast Reload 





o@ 
(2) 


Fast Reload is a mode enabling a player to reload a weapon fast than normal. NOTE: Fast reload does NOT work 
on some shotguns or sniper rifles. Fast reload only works on guns that have a magazine or clip. It will not work 
on weapons that load rounds one at a time. There are several factors that affect fast reload including the perks 


you select. Perks such as Sleight of Hand will actually change the fast reload timing. Different weapons also have 
different fast reload settings. 


MOD Name Description 
1 nest meloae Reload a weapon fast than normal. 
Adjustable 
2 a Melead Reload a weapon fast than normal, using sprint cancel technique. 


9 Class 9 

Easy Sprint 
If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what you 
have been looking for. NOTE: Easy Sprint MOD CAN be used with Sniper Breath and Quick Scope simultaneously. 


MOD Name Description 
session a. Fully Auto Your character wil sprint atthe same time you begin fo move him 
forward. 
LAE A Ss eee es a 
2 ‘~Press Sensitivity The character will walk regular speed if the thumbstick is only 


slightly pressed forward. 






fed Class 10 
10 Ff Anti-Recoil 


This MOD compensate for vertical recoil while firing a weapon by automatic moving the control stick in the opposite 
direction of the one your gun is moving while firing. The adjustable parameter sets how much the compensation 
should be. See the menu system instructions above for more information on how to adjust the compensation in 
this mode. 


MOD Name Description 


2 Anti-Recoil 
Scope Enable 


3 Anti-Recoil 
Scope Disable 


5 Inverted-Y Anti-Recoil 
Scope Enable 


Inverted-Y Anti-Recoil —Anti-Recoil with inverted Y-Axis is activated while firing and NOT 
ous iu 
cope Disable aiming. 






1 1 we, a Class 11 

. 4 Button Layout 

Most users play their favorite Cal of Duty games using the default button layout but a lot of players do use optional 
button layout and switch their thumbstick positions. With the Button Layouts you can make any of the MODS on 
the Titan One work with your favorite button layout. 


MOD Name 


01: RAPID FIRE 


01: Optimized Rapid Fire 
02: Adjustable Rapid Fire 
03: Adjustable Pulse Rapid Fire 


04: SECONDARY RAPID FIRE 


01: Optimized Rapid Fire 
02: Adjustable Rapid Fire 
03: Adjustable Pulse Rapid Fire 


07: HOLD BREATH 


01: Fully Auto 
02: Press Sensitivity 


: 1 Bullets per Burst 
: 2 Bullets per Burst 
: 3 Bullets per Burst 
: 4 Bullets per Burst 
: 5 Bullets per Burst 
: 6 Bullets per Burst 


: SHOT MODE 


: Drop Shot: Scope Disable 

: Drop Shot: Press Sensitivity 
: Jump Shot: Scope Disable 

: Jump Shot: Press Sensitivity 
: Side Shot: Scope Disable 

: Side Shot: Press Sensitivity 
: Scope Shot: Scope Disable 


: FAST RELOAD 


: Fast Reload (Adjustable) 
: Sprint Fast Reload 


(Adjustable) 


03: FIRE MODE 


: Scope Disable 

: Scope Enable 

: Press Sensitivity 

: Dual Independent 

: Dual Easy 

: Dual Easy: Scope Disable 

: Dual Easy: Press Sensitivity 


Pelt ve ayee) +) = 


: Quick Scope: TAP 
: Quick Scope: Press Sensitivity 
: Quick Scope: Fully Auto 


All Quick Scope modes are 
adjustable. 


09: EASY SPRINT 


01: Fully Auto 
02: Press Sensitivity 





10: ANTI-RECOIL 


: Anti-Recoil 

: Anti-Recoil - Scope Enable 

: Anti-Recoil - Scope Disable 

: InvY Anti-Recoil 

: InvY Anti-Recoil-Scope Enable 


: InvY Anti-Recoil-Scope Disable 


Adjustable 


11: BUTTON LAYOUT 


: Default 

: Tactical 

: Lefty 

: NOM4D 

: NOM4D Tactical 

: Default with B/T Swap 

: Tactical with B/T Swap 

: Lefty with B/T Swap 

: NOM4D with B/T Swap 

: NOM4D Tactical with B/T Swap 





Destiny 





The Destiny Gamepack for Titan One has 42 distinct MODS grouped into 12 classes. 
Instructions for Destiny Gamepack 
Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 


Compatible Systems: Playstation 4, XBox One, Playstation 3 and XBox 360 


Uy Titan One Exclusive Feature: Destiny Gamepack 








Gamepack Operation 
Quick Enable/Disable MODS: 
SHARE 
+ @ = 


VIEW 









Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 
@) Player LED 4: MODS are enabled (Purple on DS4). 


3 4 





Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ sx80X 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
. 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 
: Goes UP ~ Goes DOWN 


To navigate between MODS within current Class: 


2 Goes UP : Goes DOWN 


Adjustable MODS (Rapid Fire and Quick Scope): 


Cit} Increases = Decreases Test current 


Rate of Fire Rate of Fire Rate of Fire 
or Timing or Timing or Timing 


Gamepack Classes and MODS 


Class 1 


Rapid Fire 





When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons. While rapid fire will not usually make 
a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns such as reducing 
recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 
the game. dia Pia Ecorse rotons 
With adjustable rapid fire you can always get the optimum 


2 Rapid Fire firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse rapid fire can reach a faster rate of fire with burst type 
Adjustable weapons. 


= 
ON Class 2 
2 Burst Fire 


Burst firing is designed to turn semi automatic and automatic weapons into burst firing weapons. When this feature 
is enabled, your weapon will fire in bursts and can be set to 1, 2, 3, 4, 5, or 6 round bursts. Burst firing can help 
reduce recoil and conserve ammunition. Combining burst fire with adjustable rapid fire will give you automatic burst 
fire. This will allow you to select how many rounds are fired per burst and the amount of time between bursts for 
a truly customizable experience. 





MOD Name 


Class 3 
Fire Mode 





Fire mode determines an assist action to be used together with rapid fire and/or burst fire. These are normally 
applied to the triggers. 


MOD Name Description 
1 Scope Disable The scope (ADS) disables rapid fire and burst fire. 
Scope Enable The scope (ADS) enables rapid fire and bust fire. 


Rapid fire and burst fire will only be activated by fully pressing the 
fire button. 


4 ax Class 4 
Secondary Rapid Fire 


If secondary rapid fire is enabled it will take place when the regular rapid fire is not actuating. For example if your 
regular rapid fire is only active when scoping then the secondary rapid fire will be activated when you are not using 
scope. This behavior can be very handy to set a precise rate of fire while aiming and a more aggressive rate of 
fire while hipfiring. 


MOD Name Description 


This secondary rapid fire is optimized to be as fast as possible but 
1 Optimized Rapid Fire at the same time ensure that every single shot will be correctly 
registered by the game. 


With adjustable secondary rapid fire you can always get the 


2 Rapid Fire optimum firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse secondary rapid fire can reach a faster rate of fire with burst 
Adjustable type weapons. 





This MOD compensate for vertical recoil while firing a weapon by automatic moving the control stick in the opposite 
direction of the one your gun is moving while firing. The adjustable parameter sets how much the compensation 
should be. See the menu system instructions above for more information on how to adjust the compensation in 
this mode. 


MOD Name Description 


2 Anti-Recoil 
Scope Enable 


3 Anti-Recoil 
Scope Disable 


5 Inverted-Y Anti-Recoil 
Scope Enable 


Inverted-Y Anti-Recoil —Anti-Recoil with inverted Y-Axis is activated while firing and NOT 
6 vers a 
cope Disable aiming. 





Assign an action to be performed automatically when you press the fire button. 


MOD Name 


‘ Drop Shot 
Scope Disable 


2 Drop Shot 


Press Sensitivity 


3 Jump Shot 
Scope Disable 


4 Jump Shot 


Press Sensitivity 


5 Side Shot 
Scope Disable 


6 Side Shot 


Press Sensitivity 


7 Scope Shot 
Scope Disable 


Description 


When you pull the fire button, your character will drop to prone 
position and begin firing. This is useful for players that like to 
maintain stealth and reduce their target profile. This also assists in 
increasing accuracy in combat. This action is not performed if the 
scope (ADS) is in use. 


This performs the same action as drop shot but is only activated 
when you FULLY press the fire button. 


When you press the fire button your character will immediately 
jump and begin firing. This action is not performed if the scope 
(ADS) is in use. 


Performs the same action as jump shot but is only activated when 
you FULLY press the fire button. 


When you press the fire button, your character will begin to make 
side movements and begin firing, confusing the enemy in the 
process. This action is not performed if the scope (ADS) is in use. 


Performs the same action as side shot but is only activated when 
you FULLY press the fire button. 


When you pull the fire button, your character will automatically 
use the scope (ADS). This is useful for single shot weapons, 
decreasing the spread effect and increasing accuracy in combat. 


This action is not performed if the scope (ADS) is in use. 


Class 7 
Bunny Hop 





This MOD allows the player to automatically jump repeatedly in order to move faster, instead of just running. Moving 
in a zigzag pattern while bunny hopping is the fastest way to move around, making the player an even more difficult 
target. 


MOD Name Description 


Press and hold the JUMP button to start bunny hopping. You can 
also lock the Bunny Hop MOD by pressing the SPRINT button 

1 Bunny Hop: ON once, this allows you to not have to hold the JUMP button and 
freely maneuver both thumbsticks, to stop bunny hopping release 
the movement sticker. 


Class 8 
\H Easy Sprint 


If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what 
you have been looking for. 





MOD Name Description 


Your character will sprint at the same time you begin to move him 
forward. 


Your character will sprint if the thumbstick is FULL pressed forward. 
2 +~Press Sensitivity The character will walk regular speed if the thumbstick is only 
slightly pressed forward. 


9 Class 9 
Turbo Melee 


Sometimes is need press the 'Melee' button repetitively. This MOD automate this task by assign a turbo mode to 
the 'Melee' button. 


MOD Name Description 
Disabled Turbo melee disabled. 
1 ‘Enable Turbo melee enabled. 


Class 10 
Button Swap 





This unique feature allows you to setup special remapping to best adjust the controller to your personal taste. 


MOD Name Description 


Swap the bumper and triggers to convert your controller to Xbox 
360 to PS3 style or vice versa. 


11 ey 


Most users play Destiny using the default button layout but a lot of players do use optional button layout. With the 
Button Layouts you can make any of the MODS on the Titan One work with your favorite button layout. 


Class 11 
Button Layout 





MOD Name 


0 _—scODefault 
1 = ‘Mirror 


Class 12 
Accelerometer Aim Assist 





With accelerometer aim assist, you can use the DS4 (or PS3) controller to aim while scoping. This means you can 
move the controller to adjust the target position when scoped in. This MOD will not affect aiming with the right stick. 
It will only add an additional option to aim with. Each of the modes will add sensitivity with mode 1 being the least 
sensitive and mode 5 being the most sensitive. 


MOD Name 


Combining MOD Classes 


The Destiny Gamepack allows you choose and combine one MOD from each Class, being possible to have a total 
of 12 active MODS at the SAME TIME. This means you can make combinations such Burst Fire added to Rapid 
Fire, resulting in an exclusive "Automatic Burst Fire" MOD. The Automatic Burst Fire can be optimized by adjusting 
the number of bullets fired per burst as well as the time between bursts. For additional optimization, you can add the 
"Scope Enable" MOD, which will make the Automatic Burst Fire be activated only when the ADS scope is in use. 


Quick Reference: Classes and MODS 


01: RAPID FIRE 02: BURST FIRE 03: FIRE MODE 


00: Mod Disabled : Mod Disabled : Mod Disabled 
01: Optimized Rapid Fire : 1 Bullets per Burst : Scope Disable 
02: Adjustable Rapid Fire : 2 Bullets per Burst : Scope Enable 
03: Adjustable Pulse Rapid Fire : 3 Bullets per Burst : Press Sensitivity 


: 4 Bullets per Burst 
: 5 Bullets per Burst 
: 6 Bullets per Burst 





04: SECONDARY RAPID FIRE : ANTI-RECOIL He) LO i (0) ) 

00: Mod Disabled 00: Mod Disabled 00: Mod Disabled 

01: Optimized Rapid Fire 01: Anti-Recoil 01: Drop Shot: Scope Disable 

02: Adjustable Rapid Fire 02: Anti-Recoil - Scope Enable 02: Drop Shot: Press Sensitivity 

03: Adjustable Pulse Rapid Fire 03: Anti-Recoil - Scope Disable 03: Jump Shot: Scope Disable 
04: InvY Anti-Recoil 04: Jump Shot: Press Sensitivity 
05: InvY Anti-Recoil-Scope Enable 05: Side Shot: Scope Disable 


06: InvY Anti-Recoil-Scope Disable 06: Side Shot: Press Sensitivity 


07: BUNNY HOP 09: TURBO MELEE 


00: Mod Disabled : Mod Disabled 00: Mod Disabled 
01: Enabled : Fully Auto 01: Enabled 
: Press Sensitivity 


10: BUTTON SWAP : BUTTON LAYOUT 12: ACCEL AIM ASSIST 


00: Mod Disabled : Default : Mod Disabled 
01: Bumpers <> Triggers : Mirror : Sensitivity 1 
02: Analogs : Green Thumb : Sensitivity 2 
03: Enable swaps 1 and 2 : Jumper : Sensitivity 3 
04: Call of Duty Style : Cold Shoulder : Sensitivity 4 

: Puppeteer : Sensitivity 5 





Dying Light 


YING? \GHT 
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by AKHUGHESS0 


Dying Light (oy AAHUGHES90) Gamepack for Titan One. 
Instructions for Dying Light (by AKHUGHES90) Gamepack 
Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Xbox One, Xbox 360, Dualshock 4, Dualshock 3, Wii U Pro 
Compatible Systems: Playstation 4, Xbox One 








ay » Titan One Exclusive Feature: Dying Light (by AKHUGHES90) Gamepack 


Ti When using this Gamepack on PS4 with a controller without the touchpad, the Gamepack will 
! automatically remap the touchpad click to the (SELECT/BACK/VIEW) button. 


Gamepack Operation 


Quick Enable/Disable MODS: 









Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 
@) Player LED 4: MODS are enabled (Purple on DS4). 


3 4 


Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
OPTIONS 
= Gm PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 


+ 





XBOX 360: Hold BACK+START for 2 seconds to enter in menu mode. 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 

the SELECT/SHARE/BACK/VIEW button. 
Ti The SHARE button could be changed to L3/LS button if the option "G8 Alternate" is enabled in the device 
ip settings. In that case combination to enter in menu mode are (L3/LS) + (START/OPTIONS/BACK/VIEW). 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
@) Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 “a 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 


To navigate between MODS within current Class: 
2 Goes UP ° 


Gamepack Classes and MODS 


1 ae Class 1 
° Button Layout 


In-Game Button Layout. 


Goes UP . Goes DOWN 


Goes DOWN 


MOD Name 


Class 2 
Stick Layout 


2 


In-Game Thumbstick Layout. 





MOD Name 


3 Class 3 
Trigger Layout 


In-Game Trigger Layout. 


MOD Name 


This mod uses Turbo Crouch to prevent you from taking as much fall damage. 


MOD Name Description 


5 nee Survivor Sense 


This mod will constantly activate survivor sense for you, So you won't miss a thing. 


MOD Name Description 


4] cnabed Hold Sense button for § seconds to activate and press sense 
button to stop. 


6 Class 6 
Auto Lock Pick 


This mod will automatically pick any lock for you. 


MOD Name Description 


Class 7 
vf Rapidfire 


When rapid fire is enabled, you can turn virtually any weapon into a fully automatic weapon. This creates a very 
unique advantage for players using semi automatic weapons. While rapid fire will not usually make a fully automatic 
gun shoot any faster, it can have positive side effects on fully automatic guns such as reducing recoil, helping 
players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapidfire time ensure that every single shot will be correctly registered by 
the game. 


Class 8 
Fire Modes 





Fire mode determines an assist action to be used together with rapidfire. These are normally applied to the triggers. 


MOD Name 


The rapidfire will only be activated when fully pressing the fire 
button. 


9 9 Class 9 
Easy Sprint 


If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what 
you have been looking for. 


MOD Name 


10 Y Class 10 
“—~* Hair Trigger 


With Hair Trigger MOD you can ensure your weapon will fire and/or aim as soon you touch the correspondent trigger. 


MOD Name Description 
0 Mod Disabled 
1 Enabled 


1 1 al Class 11 
bs | Jump/Sense Swap 


Swap your Jump and Survivor Sense buttons for a more natural feel to gameplay. 


MOD Name Description 
Q Mod Disabled 
1. ‘Enabled 


1 2 Be 322 cuipmet Swap 


Swap your Zoom and Equipment buttons, making zoom like CoD's ADS instead of toggle. 


MOD Name Description 
Q = Mod Disabled 
1 Enabled 


1 3 Vi Class 13 
Weapon Duplicate 


Auto duplicate weapons in the Safe House located in the middle of Old Town. 


MOD Name Description 


Class 14 
Nimble Hands 





Nimble Hands. 


MOD Name Description 


15a 


Auto Loot do what the name implies. It automatically press the pick-up button to grab all items as fast as possible. 


Class 15 
Auto Loot 





MOD Name Description 
Q Mod Disabled 
1 ‘Enabled Hold Loot button to activate. 


16 WE Class 16 
‘7 Auto Escape 


Auto Escape automatically press the escape button to escape from the zombies as fast as possible. 


MOD Name Description 


01: BUTTON LAYOUT 03: TRIGGER LAYOUT 


00: Default : : Layout 1 
01: Southpaw : : Layout 2 
: Layout 3 

03: Legacy Southpaw : Layout 4 





04: SAFE FALL 05: AUTO SURVIVOR SENSE 06: AUTO LOCK PICK 


00: Mod Disabled 00: Mod Disabled 00: Mod Disabled 
01: Enabled 01: Enabled 01: Enabled 


07: RAPID FIRE 


00: Mod Disabled 
01: Optimized Rapidfire 


10: HAIR TRIGGER 


00: Mod Disabled 
01: Enabled 


13: WEAPON DUPLICATE 


00: Mod Disabled 
01: Enabled 


16: AUTO ESCAPE 


00: Mod Disabled 
01: Enabled 


08: FIRE MODES 


00: Mod Disabled 
01: RF Only when fully pressed 


11: SENSE/JUMP SWAP 


00: Mod Disabled 
01: Enabled 


14: NIMBLE HANDS 


00: Nibmle Hands Perk locked 
01: Nibmle Hands Perk Unlocked 


09: EASY SPRINT 


00: Mod Disabled 
01: Fully Forward 


12: EQUIPMENT/ZOOM SWAP 


00: Mod Disabled 
01: Enabled 


15: AUTO LOOT 


00: Mod Disabled 
01: Enabled 








Far Cry 4 Gamepack for Titan One device. 
Instructions for Far Cry 4 Gamepack 
Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 


Compatible Systems: Playstation 4, XBox One, Playstation 3, XBox 360 


aT Titan One Exclusive Feature: Far Cry 4 Gamepack. 











Gamepack Operation 


Quick Enable/Disable MODS: 
SHARE 
rae 


VIEW 





Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 
@) Player LED 4: MODS are enabled (Purple on DS4). 
3 a 


Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ sx80X 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
. 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


a 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 
: Goes UP ~ Goes DOWN 


To navigate between MODS within current Class: 


2 Goes UP : Goes DOWN 


Adjustable MODS (Rapid Fire and Anti-Recoil): 


tii} Increases = Decreases Test current 


Rate of Fire Rate of Fire Rate of Fire 
or Force or Force or Force 


Gamepack Classes and MODS 


1 Class 1 
Rapid Fire 


When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons. While rapid fire will not usually make 
a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns such as reducing 
recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 
the game. 


With adjustable rapid fire you can always get the optimum 


2 Rapid Fire firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse rapid fire can reach a faster rate of fire with burst type 
Adjustable weapons. 


2 Class 2 
Burst Fire 


Burst firing is designed to turn semi automatic and automatic weapons into burst firing weapons. When this feature 
is enabled, your weapon will fire in bursts similar to the M16 and can be used with 1, 2, 3, 4, 5, or 6 round bursts. 
Burst firing can help reduce recoil and conserve ammunition. Combining burst fire with adjustable rapid fire will give 
you automatic burst fire. This will allow you to select how many rounds are fired per burst and the amount of time 
between bursts for a truly customizable experience. 


MOD Name 
1 1 Round per Burst 


3 Class 3 
Fire Mode 


Fire mode determines an assist action to be used together with rapid fire and/or burst fire. These are normally 
applied to the triggers. 


MOD Name Description 
1 ADS Disable The ADS (scoping) disables rapid fire and/or burst fire. 
ADS Enable The ADS (scoping) enables rapid fire and/or bust fire. 


Rapid fire and/or burst fire will only be activated by fully pressing 
the fire button. 


4 Class 4 
Secondary Rapid Fire 


If secondary rapid fire is enabled it will take place when the regular rapid fire is not actuating. For example if your 
regular rapid fire is only active when scoping then the secondary rapid fire will be activated when you are not using 


ADS (scope). This behavior can be very handy to set a precise rate of fire while aiming and a more aggressive 


rate of fire while hipfiring. 


1. Optimized Rapid Fire 


2 Rapid Fire 
Adjustable 


3 Pulse Rapid Fire 
Adjustable 


5 Class 5 
Anti-Recoil 


Description 


This secondary rapid fire is optimized to be as fast as possible but 
at the same time ensure that every single shot will be correctly 


eee as cacaseectraneeteattedneansenac anaes 
With adjustable secondary rapid fire you can always get the 


optimum firepower for your favorite weapon. See the menu system 
instructions above for more information on how to adjust your rapid 
fire speed in this mode. 


Pulse secondary rapid fire can reach a faster rate of fire with burst 
type weapons. 


This MOD compensate for vertical recoil while firing a weapon by automatic moving the control stick in the opposite 
direction of the one your gun is moving while firing. The adjustable parameter sets how much the compensation 
should be. See the menu system instructions above for more information on how to adjust the compensation in 


this mode. 


MOD Name 


2 Anti-Recoil 
ADS Enable 


3 Anti-Recoil 
ADS Disable 


5 Inverted-Y Anti-Recoil 
ADS Enable 


6 Inverted-Y Anti-Recoil 
ADS Disable 


Description 


Anti-Recoil with inverted Y-Axis is activated while firing and 
scoping (ADS). 


Anti-Recoil with inverted Y-Axis is activated while firing and NOT 
scoping (ADS). 


6 Class 6 
Accelerometer Aim Assist 


With accelerometer aim assist, you can use the PS4 or PS3 controller to aim while scoping. This means you can 
move the controller to adjust the target position when scoped in. This MOD will not affect aiming with the right stick. 
It will only add an additional option to aim with. Each of the modes will add sensitivity with mode 1 being the least 
sensitive and mode 5 being the most sensitive. 


MOD Name 


T Class 7 
Easy Sprint 


If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what 
you have been looking for. 


MOD Name Description 
4 Fully Auto Your character will sprint at the same time you begin to move 
y forward. 
Your character will sprint if the thumbstick is FULL forward. The 
2 ~=+Fully Pressed character will walk normally if the thumbstick is only slightly 
forward. 


8 Class 8 
Hold Breath 


This MOD is specially designed for sniper rifles. It automatically holds the sniper's breath when scoping in (ADS). 
Upon activation, the MOD will hold the sniper's breath. The player no longer has to push the left thumbstick to 
hold breath. 


MOD Name Description 
1 Fully Auto Hold breath at the same time you press the scope (ADS) button. 
-_ 2 Fully Pressed SC*S{0d breath is only active if the scope (ADS) button is FULLY 
y pressed. 


9 Class 9 
Turbo Melee 


Once you have activated Turbo Melee MOD, all you need to do to perform a melee attack repetitively is press and 
hold the melee button. 


MOD Name Description 


Class 10 
Button Swap 





10 


This unique feature allows you to setup special remapping to best adjust the controller to your personal taste. 


1 1 Class 11 
Button Layout 
With the Button Layouts you can make any of the MODS on the Titan One work with your favorite button layout. 


MOD Name 


01: RAPID FIRE 03: FIRE MODE 


00: Mod Disabled : Mod Disabled : Mod Disabled 
01: Optimized Rapid Fire : 1 Bullets per Burst : ADS Disable 
02: Adjustable Rapid Fire : 2 Bullets per Burst : ADS Enable 
03: Adjustable Pulse Rapid Fire : 3 Bullets per Burst : Fully Pressed 

: 4 Bullets per Burst 

: 5 Bullets per Burst 

: 6 Bullets per Burst 


04: SECONDARY RAPID FIRE : ANTI-RECOIL : ACCEL AIM ASSIST 


00: Mod Disabled : Mod Disabled : Mod Disabled 

01: Optimized Rapid Fire : Anti-Recoil : Sensitivity 1 

02: Adjustable Rapid Fire : Anti-Recoil - ADS Enable : Sensitivity 2 

03: Adjustable Pulse Rapid Fire : Anti-Recoil - ADS Disable : Sensitivity 3 
: InvY Anti-Recoil : Sensitivity 4 
: InvY Anti-Recoil - ADS Enable : Sensitivity 5 
: InvY Anti-Recoil - ADS Disable 





Adjustable 
07: EASY SPRINT 08: HOLD BREATH : TURBO MELEE 
00: Mod Disabled 00: Mod Disabled 00: Mod Disabled 
01: Fully Auto 01: Fully Auto 01: Enabled 


02: Fully Pressed 02: Fully Pressed 


10: BUTTON SWAP 11: BUTTON LAYOUT Lar a 


00: Mod Disabled 00: Default 
01: Crouch <-> Melee 01: Shoulder Swap (in-game) 





Forza 5 


pr FORZAI5 eT» 


MOTORSPORT. 
GAMEPACK 








The Forza 5 Gamepack for Titan One features 4 MODS that surely will help you master every single race 
on Forza 5 


Instructions for Forza 5 Gamepack 

Compatible Titan One firmware: 2.00+ 

Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 
Compatible Systems: XBox One 


«To Titan One Exclusive Feature: Forza 5 GamePack 














Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
SHARE OPTIONS 
ode PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 


oe oo) XBOX 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 





Player LED 4 will blink the number of current Class (DS4 will flash purple). 


ia ‘ 2 
— @) Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 
sees 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 


: Goes UP 2 Goes DOWN 


To navigate between MODS within current Class: 


2 Goes UP ° Goes DOWN 


Adjustable MODS (Automated Drag Race: Track Length): 


Ay 
Cj Increases Decreases 
Re 


= Time Time 


Gamepack Classes and MODS 


1 &) Class 1 
——», 4g Deadzone Remover 


This MOD removes the deadzone of the steering analog stick for those who prefer a more precise control. The 
higher the value configured, lower the deadzone will be. 


MOD Name Description 
Q Mod Disabled 
1~30 Enabled The higher the value configured, lower the deadzone will be. 


Class 2 
Gas/Break Improver 





This MOD works pretty much the same as the Deadzone Remover, but applied on the GAS and BRAKE buttons. 
Setting this MOD to 10 will make the Gas/Break be fully engaged no matter how much the triggers are being pressed. 


MOD Name Description 


The higher the value configured, higher the sensitivity on the Gas/ 
1~10 Enabled Break buttons. Value 10 will make the Gas/Break be fully engaged 
no matter how much the triggers are being pressed. 


Class 3 
3 b¢ Auto Clutch 
for Manual Shifting 


Changing gears has never been so easy! This MOD was fine tuned to perfectly automate the clutch when changing 
gears, helping you to extract the maximum power of your engine when playing Forza 5 with the option 'Manual 
with Clutch’ enabled. 


MOD Name Description 
Q Mod Disabled 
1. ‘Enabled Auto Clutch Enabled 


Class 4 
Automated Drag Race 





This MOD is inspired on the Sitava's script published in our Online Library. It automates Forza 5 drag races for the 
purpose of increasing your affinity level with a manufacturer. The race time depends on the car and on the track 
length. In 'Free Race’, set up a drag race. When you get to the next screen where 'pressing A will launch the race’, 
you are ready to enable this MOD by pressing LS or RS, depending on the configuration you choose. Pressing 
LS or RS again will stop the MOD. 


MOD Name Description 


2 Activate on LS Button _ Press LS to activate/deactivate the Automated Drag Race MOD. 


Activate on RS Button Press RS to activate/deactivate the Automated Drag Race MOD. 


Check the menu system instructions above for more information on how to adjust the track time in this 
MOD. The time can be adjusted in seconds, from 1 to 300 seconds. 


5 Class 5 
Button Layout 


With the Button Layout you can make any of the Forza 5 MODs work with your favorite in-game button layout. 


MOD Name 
~ eee ry ici trl el etc fest i eabc an Tia eck ested edad aad nces adalleacinatsetonleeliowaapacmiotends inane 
es 4 att enact 
yD em eee iB ch ti on ste daca tend oil dace sehen naetadtlaeccemnni enna amne deena 
—s ahs aay pa ea lhe cece eet a ina cet Mi Taree lame eae 
ee ia Fer a a, 
as ve er eset As peter ce ence epee re lenge essen 


Quick Reference: Classes and MODS 


01: DEADZONE REMOVER 02: GAS/BREAK IMPROVER 03: AUTO CLUTCH 


00: Mod Disabled 00: Mod Disabled 00: Mod Disabled 
01~30: Deadzone Remover 01~10: Gas/Break Improver 01: Enabled 


for Manual Shifting 


04: AUTOMATED DRAG RACE : BUTTON LAYOUT I 


00: Mod Disabled : Layout 1 
01: Activate on LS Button : Layout 2 
02: Activate on RS Button : Layout 3 
: Layout 4 
: Layout 5 
Automatic increase : Layout 6 
your affinity level. : Layout 7 
: Layout 8 
: Layout 9 

: Layout 13 





Forza Horizon 2 





The Forza Horizon 2 Gamepack (by AAHUGHES90) for Titan One. 


Instructions for Forza Horizon 2 Gamepack 

Compatible Titan One firmware: 2.00+ 

Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 
Compatible Systems: XBox One, Xbox 360 


aT Titan One Exclusive Feature: Forza Horizon 2 GamePack 














Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
OPTIONS 
GB PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 


+ 


XBOX 360: Hold BACK+START for 2 seconds to enter in menu mode. 





XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 


4 2 
-* @ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 





3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 


Goes UP Goes DOWN 


Goes UP ° Goes DOWN 


Adjustable MODS (Automated Drag Race: Track Length; Dualshock Motion Sensor Steering: Deadzone): 


Increases 
C1) R1 Decreases 
R B Rm 


Time or . 
Time or Deadzone 
Deadzone 


Gamepack Classes and MODS 


1 Class 1 
Gas/Break Improver 


This MOD works pretty much the same as the Deadzone Remover, but applied on the GAS and BRAKE buttons. 
Setting this MOD to 10 will make the Gas/Break be fully engaged no matter how much the triggers are being pressed. 


MOD Name Description 


The higher the value configured, higher the sensitivity on the Gas/ 
1~10 Enabled Break buttons. Value 10 will make the Gas/Break be fully engaged 
no matter how much the triggers are being pressed. 


Class 2 
2 Auto Clutch 
for Manual Shifting 


Changing gears has never been so easy! This MOD was fine tuned to perfectly automate the clutch when changing 
gears, helping you to extract the maximum power of your engine when playing Forza Horizon 2 with the option 
‘Manual with Clutch’ enabled. 


MOD Name Description 


1 ‘Enabled Auto Clutch Enabled 


3 Class 3 
Automated Drag Race 


This MOD automates Forza Horizon 2 drag races for the purpose of increasing your affinity level with a manufacturer. 
The race time depends on the car and on the track length. In 'Free Race’, set up a drag race. When you get to 
the next screen where ‘pressing A will launch the race’, you are ready to enable this MOD by pressing LS or RS, 
depending on the configuration you choose. Pressing LS or RS again will stop the MOD. 


MOD Name Description 


Check the menu system instructions above for more information on how to adjust the track time in this 
MOD. The time can be adjusted in seconds, from 1 to 300 seconds. 


. Class 4 


4 = Dualshock Motion Sensor 





Mod Disabled 
1 ‘Enabled 


5 Class 5 

Button Layout 
With the Button Layout you can make any of the Forza Horizon 2 MODs work with your favorite in-game button 
layout. 


MOD Name 
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Quick Reference: Classes and MODS 


01: GAS/BREAK IMPROVER 02: AUTO CLUTCH 03: AUTOMATED DRAG RACE 


00: Mod Disabled 00: Mod Disabled 00: Mod Disabled 
01~10: Gas/Break Improver 01: Enabled 01: Activate on LS Button 
02: Activate on RS Button 


for Manual Shifting 
Automatic increase 
your affinity level. 


04: DUALSHOCK M. STEERING : BUTTON LAYOUT 


00: Mod Disabled : Layout 1 
01: Enabled : Layout 2 
: Layout 3 
: Layout 4 
Adjustable Deadzone : Layout 5 
: Layout 6 
: Layout 7 
: Layout 8 
: Layout 9 
: Layout 13 





God of War Series 


| ove OLYMPUS “a MOD SETS FOR 
GOD OF WAR 'Series 





The God of War Series Gamepack for Titan One has 5 distinct MODS including Slow Motion, Auto Double 
Jump, Auto Stone Escape, Auto Button Tap, and R2 Evade. 


Instructions for God of War Series Gamepack 

Compatible Titan One firmware: 1.31+ 

Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 
Compatible Systems: Playstation 3 








Gamepack Operation 


Visual Feedback: 
a: @ Player LED 1: Controller in regular mode, God of War MODS are disabled. 


mused Player LED 4: MODS are enabled, check configuration section below to activate/deactivate 
od * individual MODS. 


Slow Motion 


Makes the game run at lower speed, allowing the player react faster to 
enemies movements. 
NOTE: This MOD doesn't work on God of War Ascension. 





Automatically performs the highest double jump by just holding jump 
button. 


© Hold jump button to perform double jump and open Icarus wings, if it's 


© available. 


Automatically performs the commands required to escape from 
petrified state (Medusa & Gargoyle) by pressing R3 button. This MOD 
guarantees escape from petrification in the shortest time possible. 


Automatically performs the actions "Quick Attack", "Heavy Attack", 
"Grab / Physical Attack", "Magic Attack", "Heavy Combo" and "Quick 
Combo" when the corresponding button is pressed 100%. Pressing the 


button normally keep the original functionality. 
We recommend use the Dualshock 3, or any controller that has pressure sensor buttons. 


© Option 1: Automatic Quick Attack 


Option 2: Automatic Quick Combo (Quick, Quick, Heavy) 
Check the configuration session below for option selection. 


oO Option 1: Automatic Heavy Attack 


Option 2: Automatic Heavy Combo (Heavy, Heavy, Quick) 
Check the configuration session below for option selection. 


God of War Ascension: use combined with R1. 


oO Automatic Grab. 


Automatic Magic Attack 


Reed. 


This MOD allows you to perform the action "evade" by the R2 button, 
indicating the direction of rolling through the left analog stick. The 

original function of the R2 button can be performed via the combination 
L1+R2. 


eS Press R2 to perform evading movement to direction pointed by the left 
analog stick. 


Gamepack Configuration 


To enter in menu mode: 


SELECT START 
G0 Be = PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
GSD GH SC#NXB00X 360: Hold BACK+START for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT (or BACK) button pressed while in Menu mode. To exit the menu mode, release the 
SELECT (or BACK) button. 


om  — \ ai 
~ @ Player LED 4 will blink the number of current Class. 
3 


Player LED 3 will blink the number of active MOD for current Class. 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


Ve) all LEDs be off or have inconsistent blinking. The solution is try another Bluetooth dongle or use the USB cable to 


Dualshock 3 Users: Some Bluetooth dongle are not compatible with Titan One Gamepack LED blinking, causing 
r 
configure the Gamepack. 


To navigate between Classes: 


Goes UP 2 Goes DOWN 


To navigate between MODS within current Class: 


®) Goes UP ® Goes DOWN 


Gamepack Classes and MODS 


1 Class 1 
Game Selection 


The controller button layout on God of War Games is very similar since it's release. However Santa Monica Studios, 
from one release to other, always made small changes on the controller layout. For that reason it is important 
configure the Gamepack to match the game you are playing. 


MOD Name 


1. God of War Ill 
2 God of War II (PS3 Port) 


2 P ox Class 2 
Slow Motion 


Makes the game run at lower speed, allowing the player react faster to enemies movements. PLEASE NOTE: This 
MOD doesn't work on God of War Ascension. 


MOD Name eee 
0 _sDisabled 
1 ‘Enabled 


3 Class 3 
Auto Double Jump 


Automatically performs the highest double jump just by holding jump button and open Icarus wings, if it's available. 


MOD Name 
0 __sDisabled 


4 Class 4 
Auto Stone Scape 


Automatically performs the commands required to escape from petrified state (Medusa & Gargoyle) by pressing L3 
button. This MOD guarantees escape from petrification in the shortest time possible. 


MOD Name Kb ObODELEPEEEOSESOSSNESESEOOREEEETOESEEHOSINEHISEHOSEHENTOS EEK OSONREHA COHN EtiROEEOEkECeNTeSt 
0 _sDisabled 
1 ‘Enabled 


5 Class 5 
Auto Button Tap 


Automatically performs the actions "Quick Attack", "Heavy Attack", "Grab / Physical Attack", "Magic Attack", 
"Heavy Combo" and "Quick Combo" when the corresponding button is pressed 100%. Pressing the button 


normally keep the original functionality. We recommend use the Dualshock 3, or any controller that has pressure 
sensor buttons. 


2 Option 2: combo moves 


6 Class 6 

R2 Evade 
This MOD allows you to perform the action "evade" by the R2 button, indicating the direction of rolling through the 
left analog stick. The original function of the R2 button can be performed via the combination L1 + R2. 


MOD Name 
0 _sDisabled 
1 ‘Enabled 


Quick Reference: Classes and MODS 


01: GAME SELECTION 02: SLOW MOTION 03: AUTO DOUBLE JUMP 


00. Ascension 00: Disabled 
01. Gow III 01: Enabled 
02. GoW II (PS3 Port) 

03. GoW I (PS3 Port) 

04. Ghosts of Sparta (PS3 Port) 

05. Chains of Olympus (PS3 Port) 


04: AUTO STONE ESCAPE 05: AUTO BUTTON TAP 06: R2 EVADE 


00: Disabled 00: Disabled 
01: Enabled 01: Regular Moves 
02: Combo Moves 





Gran Turismo 5 


elie] melear.\, |=.) (e)eR-) a e-3 fe) | 


GRAN TURISMO 5 





The Gran Turismo 5 Gamepack for Titan One features 4 MODS that surely will help you master every single 
race on A-Spec and B-Spec events. 


Instructions for Gran Turismo 5 Gamepack 

Compatible Titan One firmware: 1.31+ 

Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 
Compatible Systems: Playstation 3 

















Gamepack Operation 

Quick Disable MODS: 

Go + @ ers 
@ + OO “~~ 


ik This Gamepack must be used with default buttons layout. 


Slow Motion 


; Makes the game run at lower speed, allowing the player to drive more 
precisely and react faster. Perfect Lap. 
—_ 


© Activate / Deactivate slow motion. 


@) Temporary deactivate slow motion while pressed. 


B-Spec Auto Pace 


ho Automatic repeat, time-to-time (each 30 seconds), your last pace 
/ #&* command. 


ae t+ @ 
@ + @ 


Activatate B-Spec Auto Pacing. 


2 Fully Automatic B-Spec Grinding. This MOD will automatically restart the 
ad race to keep your B-Spec driver making money and gain level, without 
{ your intervention. 


SELECT + oO 
‘e + ® Activatate B-Spec Auto Grinding. 


wees @ Visual Feedback: LED 3 ON 


2 Fully Automatic A-Spec Grinding. This MOD will automatically play and 
ad restart racings to making money and gain level on A-Spec mode, without 
~ your intervention. RESTRICTION: Tracks must be OVAL. 


a t+ @O 
@ + © 


; 
j 
} 
j 
/ 


Activatate A-Spec Auto Grinding. 


Gamepack Configuration 
To enter in menu mode: 


SELECT START 
= PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 


= GBH C#NXB00X 360: Hold BACK+START for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT (or BACK) button pressed while in Menu mode. To exit the menu mode, release the 
SELECT (or BACK) button. 


oo ani 
—— @ Player LED 4 will blink the number of current Class. 


Player LED 3 will blink the number of active MOD for current Class. 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


2) all LEDs be off or have inconsistent blinking. The solution is try another Bluetooth dongle or use the USB cable to 


Dualshock 3 Users: Some Bluetooth dongle are not compatible with Titan One Gamepack LED blinking, causing 
Ti 
configure the Gamepack. 


To navigate between Classes: 


: Goes UP 2 Goes DOWN 


To navigate between MODS within current Class: 


2 Goes UP ° Goes DOWN 


Adjustable MODS (Automatic A-Spec Griding): 


R | R2 
Ci) Increases the Decreases the _ Test current 


= push strength aR push strength push strength 


Gamepack Classes and MODS 


1 &d. Class 1 
/-*¥ Automatic A-Spec Grinding 


Fully Automatic A-Spec Grinding. This MOD will automatically play and restart the A-Spec races to making money 
and gain level on A-Spec mode without your intervention. RESTRICTION: Tracks must be OVAL. Choose the option 
the matches the direction (clockwise or anticlockwise) of the track you are racing. It may be necessary adjust the 
strength of the push (left/right) to keep the car near wall, to do that use the adjustable option of this MOD, by 
pressing L1 and R1 buttons and testing using the R2 button. 


MOD Name Description 
Q Right Push For anticlockwise tracks 
1 Left Push For clockwise tracks 


2 a. Class 2 
/-*¥ Gas Button for A-Spec Grinding 


The default gas button is configured on right analog stick, however use the R2 for gas is very popular among the 
GT5 fans. This configuration is used by the Automatic A-Spec Grinding MOD and does not have any effect in your 
regular game play. 


MOD Name Description 


Grand Theft Auto 5 





Grand Theft Auto 5 Gamepack for Titan One. 
Instructions for Grand Theft Auto 5 Gamepack 
Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 
Compatible Systems: PlayStation 4, XBox One, PlayStation 3, XBox 360 


Uy Titan One Exclusive Feature: Grand Theft Auto 5 Gamepack 











Gamepack Operation 


Quick Enable/Disable MODS: 
SHARE 
rae 


VIEW 





Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 
@) Player LED 4: MODS are enabled (Purple on DS4). 
3 a 


Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ sx80X 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
. 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 


Goes UP Goes DOWN 


To navigate between MODS within current Class: 


<0 


Goes UP : Goes DOWN 


Adjustable MODS (Rapid Fire and Quick Scope): 


Increases = Decreases Test current 


Rate of Fire Rate of Fire Rate of Fire 
or Timing or Timing or Timing 


Gamepack Classes and MODS 


1 FY Rapid Fire 


When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons. While rapid fire will not usually make 
a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns such as reducing 
recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 
the game. 


ne a oe ee 


2 Rapid Fire firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse rapid fire can reach a faster rate of fire with burst type 
Adjustable weapons. 


2 Class 2 
Fire Mode 


Fire mode determines an assist action to be used together with rapidfire. These are normally applied to the triggers. 


MOD Name Description 
oe yoo gamma T= yh A germane real sstaceasuecosestactnecteags 
2. AimEnable =~—sTheaim(ADS)enables the primary rapidfre. = 
ny pape )~SOSt*é«™*éTi@ primary rrappidffire will only be activated by fully pressing the fire 


button. 


3 Class 3 
Secondary Rapid Fire 


If secondary rapid fire is enabled it will take place when the primary rapidfire is not actuating. For example if your 
primary rapidfire is only active when zooming then the secondary rapid fire will be activated when you are not using 
zooming. This behavior can be very handy to set a precise rate of fire while aiming and a more aggressive rate 
of fire while hipfiring. 


MOD Name Description 


This secondary rapid fire is optimized to be as fast as possible but 
1 Optimized Rapid Fire at the same time ensure that every single shot will be correctly 
registered by the game. 


With adjustable secondary rapid fire you can always get the 


2 Rapid Fire optimum firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse secondary rapid fire can reach a faster rate of fire with burst 
Adjustable type weapons. 


n 
~ * | Class 4 
“ " ~ | Anti-Recoil 


This MOD compensate for vertical recoil while firing a weapon by automatic moving the control stick in the opposite 
direction of the one your gun is moving while firing. The adjustable parameter sets how much the compensation 
should be. See the menu system instructions above for more information on how to adjust the compensation in 
this mode. 


MOD Name Description 


2 Anti-Recoil 
Aim Enable 


3 Anti-Recoil 
Aim Disable 


5 Inverted-Y Anti-Recoil 
Aim Enable 


Inverted-Y Anti-Recoil = Anti-Recoil with inverted Y-Axis is activated while firing and NOT 
eo mt 
im Disable aiming. 


5 | Class 5 
Auto Aim 


The Auto Aim allow you to auto-aim to the nearest target while aiming and firing your weapon. 


MOD Name Description 
Disabled 
1 Fully Auto-Aim Auto-aim is activated when the fire button is pressed 


6 Class 6 
Turbo Melee 


Sometimes is need press the 'Melee' button repetitively. This MOD automate this task by assign a turbo mode to 
the 'Melee' button. 


MOD Name Description 
Q sCDisabled Turbo melee disabled. 
1 ‘Enable Turbo melee enabled. 


T ry. be | Class 7 
VJs | Auto Arm Wrestling 


Win every Arm Wrestling mini-game. This MOD automatically moves the stick left-and-right as fast as possible. 


MOD Name Description 


Auto Arm Wrestling enabled. Activate by pressing and hold the 
1 Enable R3/RS button for 2 seconds. Deactivate by quickly pressing and 
releasing the R3/RS button. 


8 


If you are tired of constantly pressing the sprint button to make your character jog or sprint, Auto Jog & Sprint is 
just what you have been looking for. 


} Class 8 
| Auto Jog & Sprint 





MOD Name Description 


Push the movement stick forward and press the sprint button once 
1 Enabled to jog. Press the sprint button a second time to sprint. Release the 
stick to stop jogging/sprinting. 


; Class 9 





With the Button Layout you can make any of the MODS on the Titan One work with your favorite button layout. 


MOD Name 


0 Standard 
1 Alternate 


Quick Reference: Classes and MODS 


: RAPID FIRE 02: FIRE MODE 03: SECONDARY RAPID FIRE 


: Mod Disabled 00: Mod Disabled 00: Mod Disabled 

: Optimized Rapid Fire 01: Aim Disable 01: Optimized Rapid Fire 

: Adjustable Rapid Fire 02: Aim Enable 02: Adjustable Rapid Fire 

: Adjustable Pulse Rapid Fire 03: Fully Pressed 03: Adjustable Pulse Rapid Fire 





: ANTI-RECOIL 05: AUTO AIM 06: TURBO MELEE 
00: Mod Disabled 00: Mod Disabled 00: Mod Disabled 
01: Anti-Recoil 01: Fully Auto-Aim 01: Enabled 
02: Anti-Recoil - Aim Enable 02: Press Auto-Aim 


03: Anti-Recoil - Aim Disable 

04: InvY Anti-Recoil 

05: InvY Anti-Recoil - Aim Enable 
06: InvY Anti-Recoil - Aim Disable 


07: AUTO ARM WRESTLING 08: AUTO JOG & SPRINT 09: BUTTON LAYOUT 
00: Mod Disabled 00: Mod Disabled 00: Standard 


01: Enabled 01: Enabled 01: Alternate 





Halo 2 Classic - MCC (akhughes90) 


By AKHUGHESSO0 





Halo 2 Classic - MCC (by AAHUGHES90) Gamepack for Titan One. 


Instructions for Halo 2 Classic - MCC (by AKHUGHES90) Gamepack 





Compatible Titan One firmware: 2.00+ 
Compatible Controllers: XBox One, XBox 360, Dualshock 4, Dualshock 3, Wii U Pro 
Compatible Systems: XBox One, XBox 360 











uy Titan One Exclusive Feature: Halo 2 Classic - MCC (by AKHUGHES90) Gamepack 


Gamepack Operation 

Quick Enable/Disable MODS: 

=) + @ Pr 
( + @ ~~ 





Player LED 1: Controller in regular mode, all MODs are disabled (Blue on DS4). 
Player LED 4: MODs are enabled (Purple on DS4). 





Gamepack Configuration 


You can customize the Halo 2 Classic - MCC (by AKHUGHES90) Gamepack using the Gtuner's Gamepack 
Configuration Interface, by clicking on the slot number associated to the Gamepack. 


BUTTON LAYOUT 


Universal Default (Recon) 


RAPIDFIRE RIGHT 


Click Here 


9 BBW Holo 2 Classic - MCC (akhughes... 


& 2015-01-06 10:34:24 





Topics related with Gtuner's Gamepack Configuration Interface: 


e Programmer Panel 
¢ Gamepack Configuration 








ik The Halo 2 Classic - MCC (by AAHUGHES90) Gamepack can NOT be configured using the controller. 


Gamepack Classes and MODS 


I ' Cl 
1 ass 1 
@ Button Layout 


With the Button Layout you can make any of the MODS on the Titan One work with your favorite button layout. 


MOD Name 


r. a 
ass 2 
2 - Rapid Fire Right 


When rapid fire right is enabled, you can turn virtually any primary weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons. While rapid fire will not usually make 
a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns such as reducing 
recoil, helping players conserve ammunition and achieve more headshots. You can quickly toggle on/off or to 
Five Shot in game with D-Pad UP + Y. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 
the game. 


F I class 3 
3 x Rapid Fire Left 


Quick Toggle D-Pad UP + Secondary Fire Button 


When rapid left right is enabled, you can turn virtually any secondary weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons. While rapid fire will not usually make 
a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns such as reducing 
recoil, helping players conserve ammunition and achieve more headshots. You can quickly toggle this on/off in 
game with D-Pad UP + Secondary Fire Button. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 
the game. 


4 Class 4 

Fire Modes 
Fire mode determines an alternative action to be used when rapidfire is toggled off. You can quickly toggle this 
on/off in game with D-Pad UP + Fire Button. 


MOD Name Description 


With Battle Rifle and a Secondary weapon equipped, this MOD will 
execute a Five Shot Burst in a extremely fast sequence. 


2 _RRXYY Loop With Battle Rifle and a Secondary weapon equipped, this MOD will 
execute the double shot in a extremely fast sequence. 


Cl 
: ass 5 
5 & Mod 1 Button 


Choose what button activates MOD 1. 


MOD Name Description 
aa eee sr aerg aerate EN ee CeO Cee ADs SA LEONE AT ORO ON eT Tn me Oe Te eS eT 
eae 4 eee Pa 
rer 5" "oleae tie aii lad iadian eae aa 
a ae : RR NCO Ae RET MEAT TO eee EN TO em EE er a Oe RT eS nT eC 


F ©. r Class 6 
6 Mod 1 
Quick Toogle D-Pad UP + MOD 1 Button 
Double Shot is a glitch in Halo that allows the players to fire two consecutive bursts from a Battle Rifle 5 Bullets or 


6. Flag Carry is a MOD that picks up and drops a Flag/Bomb (to run faster) by simply holding a button. You can 
quickly toggle between the two MODs (Flag Carry) in game with D-Pad UP + Alternative Fire Button. 


MOD Name Description 
Q Mod Disabled 
_ 1 RRXYY Loop/Flag —With Battle Rifle and a Secondary weapon equipped, this MOD will 
Carry execute the double shot in a extremely fast sequence. 


With Battle Rifle and a Secondary weapon equipped, this MOD will 
execute a Five Shot Burst in a extremely fast sequence. 


6  BXR/Flag Carry Enables the Melee Shot BXR combo. 
7 +BXB/Flag Carry Enables the Double Melee BXB combo. 


. Cl 
~ ass 7 
vf 58: Quickly Reload 


Quick Reload is a button combo that allows a player to quickly reload their weapons. After a certain time in a 
reload animation, the weapons is reloaded. However, this combo allows players to cancel the reload animation and 
immediately fire their weapon again. A quick press runs the MODwhere holding the button performs a normal reload. 


MOD Name 


ry & 
8 ass 8 
@ Melee Button Action 


The Melee Action combo extend the damage of the melee action. 


MOD Name Description 


Q Class 9 
Mod 2 Button 
Choose what button activates MOD 2. Cannot be the same as MOD 1 Button. 


1 0 ~ Class 10 
Mod 2 
The Melee Action combo extend the damage of the melee action. 


MOD Name Description 


1 BXB Enables the Double Melee BXB combo. 
ee 
“4 RRXYY Loop With Battle Rifle and a Secondary weapon equipped, this MOD will execute the 


11 ) > Ufa 


With Battle Rifle and a Secondary weapon equipped, this MOD will execute a 
Five Shot Burst in a extremely fast sequence. 


7 RRBX Loop Quickly BXR with/without a full clip. 
8 Double BXR Double Melee Shot BXR combo. 


User Button Swap 


This unique feature allows you to setup special remapping to best adjust the controller to your personal taste. 


12 me se: 


Ghandi Jump 


Holding the JUMP Button for more than 300 milli-seconds makes you jump and repeatedly crouch to be harder to 
shoot at. Tapping JUMP again stops Ghandi Jump. 


MOD Name 
Q Mod Disabled 
1 ‘Enabled 


: BUTTON LAYOUT 


: Universal Default (Recon) 
: Universal Reclaimer 

: Universal Zoom & Shoot 
: Universal Bump & Jump 


: Universal Green Fingers 
: Green Thumb 

: Boxer 

: Default 


: FIRE MODES 


: Mod Disabled 
: Five Shot 

: RRXYY Loop 
: RRXBX Loop 


02: RAPIDFIRE RIGHT 


00: Mod Disabled 
01: Optimized 


05: MOD 1 BUTTON 


00: Mod Disabled 
01: RB/R1 

02: LB/L1 

03: B 





03: RAPIDFIRE LEFT 


00: Mod Disabled 
01: Optimized 


06: MOD 1 


00: Mod Disabled 
: RRXYY Loop / Flag Carry 
: Five Shot / Flag Carry 
: RRXBX Loop / Flag Carry 


04: RRBX Loop / Flag Carry 
05: Crouch BXRRX / Flag Carry 
06: BXR / Flag Carry 

07: BXB / Flag Carry 

08: Double BXR / Flag Carry 


iy Ame Uh Col G3 oy.\p) 08: MELEE BUTTON ACTION Ha (0) Dore = 1 OO) | 


: Mod Disabled : Mod Disabled : Mod Disabled 
: Enabled : Crouch BKRRX : LB/L1 

: BXR : RB/R1 

: BXB 1X 

: Crouch BXB 


: USER BUTTON SWAP : GHANDI JUMP 


: Mod Disabled : Mod Disabled : Mod Disabled 
: BXB : Commview 01: Enabled 

: BXR : Kenneth 

: Crouch BKRRX 

: RRXYY Loop 

: Fiveshot 

: RRXBX Loop 

: RRBX Loop 

: Double BXR 





Halo 5 Guardians (akhughes90) 





Halo 5 Guardians (by AKHUGHES90) Gamepack for Titan One. 


Instructions for Halo 5 Guardians (by AKHUGHES90) Gamepack 





Compatible Titan One firmware: 2.00+ 
Compatible Controllers: XBox One, XBox 360, Dualshock 4, Dualshock 3, Wii U Pro 
Compatible Systems: XBox One 








uy Titan One Exclusive Feature: Halo 5 Guardians (by AKHUGHES90) Gamepack 


Gamepack Operation 


Quick Enable/Disable MODS: 
+ © er 
+ @ “1 









Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 


:_ Pe 
name @ Player LED 4: MODS are enabled (Purple on DS4). 
see 

3 4 





Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ sx80X 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
. 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 
: Goes UP Goes DOWN 


To navigate between MODS within current Class: 


2 Goes UP : Goes DOWN 


Adjustable MODS (Anti-Recoil): 


Cit} Increases = Decreases Test current 


Anti-Recoil Anti-Recoil Anti-Recoil 
Force Force Force 


Gamepack Classes and MODS 


1 oe Class 1 
=) Button Layout 


With the Button Layout you can make any of the MODS on the Titan One work with your favorite button layout. 


MOD Name 
0 Default 


2 ate Class 2 
Rapid Fire 


When rapid fire is enabled, you can turn virtually any weapon into a fully automatic weapon. This creates a very 
unique advantage for players using semi automatic weapons. While rapid fire will not usually make a fully automatic 
gun shoot any faster, it can have positive side effects on fully automatic guns such as reducing recoil, helping 
players conserve ammunition and achieve more headshots. You can quickly toggle this MOD on/off with D- 
Pad UP + RT. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 
the game. 


Class 3 
Fire Mode 





Fire mode determines an assist action to be used together with rapidfire. These are normally applied to the triggers. 


MOD Name Description 


The primary rapidfire will only be activated by fully pressing the fire 
button. 


» Class 4 


cont 
& Anti-Recoil 





This MOD compensate for vertical recoil while firing a weapon by automatic moving the control stick in the opposite 
direction of the one your gun is moving while firing. The adjustable parameter sets how much the compensation 
should be. See the menu system instructions above for more information on how to adjust the compensation in 
this mode. 


MOD Name Description 


Class 5 
Easy Thrust 





If you are tired of constantly pressing the left thumbstick to make your character thrust, Easy Thrust is just what 
you have been looking for. 


MOD Name 


Activate by double-tapping the left analog stick forward, back, left 
or right, depending on the direction you want thrust. 


Class 6 
Easy Sprint 





If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what 
you have been looking for. 


MOD Name Description 


T Class 7 
Hair-Trigger 


The Halo 5 applies a "dead-zone" in the trigger buttons, which means the trigger (both for shoot or ADS) should be 
pressed almost half way down to be registered by the game. With Hair-Trigger MOD you can ensure your weapon 
will fire or ADS as soon you touch the correspondent trigger. 


MOD Name 


ee sale A ee Ae Rte ome ea 
1 ‘Enabled 


Class 8 
Crouch Strafe 





While strafing this MOD will automatically crouch repeatedly. 


MOD Name Description 


Class 9 
Ghandi Jump 





Holding A for more than 3 seconds makes you jump and repeatedly crouch to be harder to shoot at. Tapping A 
again stops Ghandi Jump. 


MOD Name 
Q Mod Disabled 
1. ‘Enabled 





Class 9 
Bumper/Trigger Swap 
MOD Name 
Q Mod Disabled 
1 ‘Enabled 


: BUTTON LAYOUT 02: RAPID FIRE 03: FIRE MODE 


: Default 00: Mod Disabled 00: Mod Disabled 
: Southpaw 01: Optimized Rapid Fire 01: Fully Pressed 
: Boxer 

: Green Thumb 

: Bumper Jumper 

: Recon 

: Fish Stick 

: Halo 4 

: Pashooter 

: Helljumper 


: ANTI-RECOIL 05: EASY THRUST 06: EASY SPRINT 
00: Mod Disabled 00: Mod Disabled 00: Mod Disabled 





01: Anti-Recoil 
02: InvY Anti-Recoil 


Adjustable 


07: HAIR-TRIGGER 


00: Mod Disabled 
01: Enabled 


01: Double Left/Right/Back 01: Double Tap 


Double Forward / Back / Left / Right 


08: CROUCH STRAFE 09: GHANDI JUMP 


00: Mod Disabled 00: Mod Disabled 
01: Press Sensitivity 01: Enabled 
01: Enabled 


00: Mod Disabled 
01: Enabled 





Halo Master Chief Collection (akhughes90) 


STER <1) SMR ost o }] Eat El at egy al Ii « 





| 
by AKHUGHESS0 


Halo: The Master Chief Collection (H1,H2A,H3,H4 by AKHUGHES90) Gamepack for Titan One. 


Instructions for Halo Master Chief Collection (H1,H2A,H3,H4 by AKHUGHES90) 


Gamepack 
Compatible Titan One firmware: 2.00+ 


Compatible Controllers: XBox One, XBox 360, Dualshock 4, Dualshock 3, Wii U Pro 
Compatible Systems: XBox One, XBox 360 














Uy Titan One Exclusive Feature: Halo: The Master Chief Collection (H1,H2A,H3,H4 by AKHUGHES90) 
Gamepack 


Gamepack Operation 


Quick Enable/Disable MODS: 
SHARE 
+ @ = 


@+ @ «“™ 





VIEW 


| me Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 


s\ 4 2 
= @ Player LED 4: MODS are enabled (Purple on DS4). 


Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ sx80X 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
. 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 
: Goes UP Goes DOWN 


To navigate between MODS within current Class: 


2 Goes UP : Goes DOWN 


Adjustable MODS (Anti-Recoil): 


Increases = Decreases Test current 


Anti-Recoil Anti-Recoil Anti-Recoil 
Force Force Force 


Gamepack Classes and MODS 


1 Class 1 
Button Layout 


With the Button Layout you can make any of the MODS on the Titan One work with your favorite button layout. 


MOD Name 


0 Universal Default (Recon) — 


Class 2 
Rapid Fire 





When rapid fire is enabled, you can turn virtually any weapon into a fully automatic weapon. This creates a very 
unique advantage for players using semi automatic weapons. While rapid fire will not usually make a fully automatic 
gun shoot any faster, it can have positive side effects on fully automatic guns such as reducing recoil, helping players 
conserve ammunition and achieve more headshots. You can quickly toggle this MOD on/off with VIEW + RT. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 
the game. 


3 Class 3 
Fire Mode 
Fire mode determines an assist action to be used together with rapidfire. These are normally applied to the triggers. 


MOD Name Description 


The primary rapidfire will only be activated by fully pressing the fire 
button. 


Dual independent applies the rapidfire MOD to the left and right 
weapons. 


Dual firing dual weapons means that the player must awkwardly 

3 Dual Easy pull both the left and right triggers. This can make aiming more 
difficult. When the Dual Easy feature is turned on, pulling the right 
trigger alone will fire both weapons using rapidfire. 


4 Dual Easy 
Fully Pressed 


4 Class 4 
Anti-Recoil 


This MOD compensate for vertical recoil while firing a weapon by automatic moving the control stick in the opposite 
direction of the one your gun is moving while firing. The adjustable parameter sets how much the compensation 
should be. See the menu system instructions above for more information on how to adjust the compensation in 
this mode. 


MOD Name Description 


Class 5 
Jump MOD 
(H2, H4) 





Jump MODs makes your character perform a special sequence to be harder to shoot at. 


MOD Name Description 


Spring jump is a macro that makes you jump extra high on your 
second jump. Hold Jump button to perform this. 


Holding the JUMP Button for more than 300 milli-seconds makes 
2 = Ghandi Jump you jump and repeatedly crouch to be harder to shoot at. Tapping 
JUMP again stops Ghandi Jump. 


Class 6 
6 Easy Sprint 
(H4) 


If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what 
you have been looking for. 


MOD Name Description 


4 Enabled (Double 
Forward) 


T Class 7 
Flag Carry 


Auto pick up and drop flag (or bomb) for faster running. 


MOD Name Description 


1 Enabled Set the activation button in the Class 9 - Flag Carry Button 


Class 8 
8 Double Melee 
(H1) 


Double melee is a MOD for H1 that melee's twice in rapid succession by throwing a grenade in between. Hold 
Melee to perform this action. 


MOD Name 
Q Mod Disabled 
1. ‘Enabled 


9 Class 9 
Flag Carry Button 


Choose what button activates flag carry. 


MOD Name 
9 ee Sa dieters fserin Gas eadees as nei ale nuts scsi aap esata elaseamnacadulieaeumlcana: 
ren _ Sere renee eee nee nenene ner eters tae orsaaaee 
susie a 1 pinnae la indeaanaias iia tania adalat 


1 0 Class 10 
Spring Jump Alternate 


Choose what button activates the Spring Jump. 


MOD Name 
0 Mod Disabled 
1 D-Pad Down Have Spring Jump activated by D-Pad Down. 


Quick Reference: Classes and MODS 


01: BUTTON LAYOUT 02: RAPID FIRE 03: FIRE MODE 


00: Universal Default 00: Mod Disabled : Mod Disabled 

01: Universal Reclaimer 01: Optimized Rapid Fire : Fully Pressed 

02: Universal Zoom & Shoot : Dual Independent 
03: Universal Bump & Jump : Dual Easy 


04: Universal Green Fingers : Dual Easy: Fully Pressed 





04: ANTI-RECOIL 05: JUMP MOD 06: EASY SPRINT 
00: Mod Disabled 00: Mod Disabled 00: Mod Disabled 


01: Anti-Recoil 01: Spring Jump 01: Enabled 
02: InvY Anti-Recoil 02: Ghandi Jump 


Adjustable H2, H4 H4: Forward Twice 


07: FLAG CARRY 08: DOUBLE MELEE 09: FLAG CARRY BUTTON 


00: Mod Disabled 00: Mod Disabled 00: Mod Disabled 
01: Enabled 01: Enabled 


Set the activation button in the Class 9 


10: SPRING JUMP ALT. 


00: Mod Disabled 
01: D-Pad Down 





Killzone Shadow Fall 


by AKHUGHESSO 





Killzone Shadow Fall Gamepack for Titan One. 
Instructions for Killzone Shadow Fall Gamepack 
Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 


Compatible Systems: Playstation 4 


ay » Titan One Exclusive Feature: Killzone Shadow Fall Gamepack 











Gamepack Operation 


Quick Enable/Disable MODS: 





Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 


ja 1 2 
oan @ Player LED 4: MODS are enabled (Purple on DS4). 


3 a 


Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ sx80X 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
. 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 
: Goes UP ~ Goes DOWN 


To navigate between MODS within current Class: 


2 Goes UP : Goes DOWN 


Adjustable MODS (Rapid Fire, Quick Scope and Anti-Recoil): 
GED ease Decrease CA 
Rate of Fire, Rate of Fire, cate : 
caps -- ee Timing or 
Timing or Force Timing or Force Farce 


Gamepack Classes and MODS 


1 | l Class 1 

Rapid Fire 
When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons. While rapid fire will not usually make 


a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns such as reducing 
recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 
the game. 


With adjustable rapid fire you can always get the optimum 


2 Rapid Fire firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse rapid fire can reach a faster rate of fire with burst type 
Adjustable weapons 


2 | | Class 2 
4. Burst Fire 


Burst firing is designed to turn semi automatic and automatic weapons into burst firing weapons. When this feature 
is enabled, your weapon will fire in bursts and can be used with 1, 2, 3, 4, 5, or 6 round bursts. Burst firing can 
help reduce recoil and conserve ammunition. Combining burst fire with adjustable rapid fire will give you automatic 
burst fire. This will allow you to select how many rounds are fired per burst and the amount of time between bursts 
for a truly customizable experience. 


MOD Name 
1 1 Round per Burst 


3 | l Class 3 

Fire Mode 
Fire mode determines an assist action to be used together with rapid fire and/or burst fire. These are normally 
applied to the triggers. 


MOD Name Description 
1 Scope Disable The scope (ADS) disables rapid fire and burst fire. 
2 Scope Enable The scope (ADS) enables rapid fire and bust fire. 


Rapid fire and burst fire will only be activated by fully pressing the 
fire button. 


4 | l Class 4 
Secondary Rapid Fire 


If secondary rapid fire is enabled it will take place when the regular rapid fire is not actuating. For example if your 
regular rapid fire is only active when scoping then the secondary rapid fire will be activated when you are not using 


scope. This behavior can be very handy to set a precise rate of fire while aiming and a more aggressive rate of 
fire while hipfiring. 


MOD Name Description 
This secondary rapid fire is optimized to be as fast as possible but 
1 Optimized Rapid Fire at the same time ensure that every single shot will be correctly 
registered by the game. 


- With adjustable secondary rapid fire you can always get the 


2 Rapid Fire optimum firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse secondary rapid fire can reach a faster rate of fire with burst 
Adjustable type weapons. 


5 <> Ee 5 
' Quick Scope 


The idea behind quick scope is to use a Sniper rifle, scope IN and fire the shot as the gun scopes in. Perfecting the 
aiming and timing will allow you to become a one-man commando with your sniper rifle. 


MOD Name Description 
To fire a quick scope shot, quickly TAP your scope button (less 
4 Quick Scope: TAP than 140 ms tap). The MOD will automatically scope in, take a 
Timing Adjustable shot, and scope out. Check the menu system instructions above 
for more information on how to adjust the timing in this mode. 
2 an ean Same as 1 but the Quick Scope is activated when the scope 
a ; y (ADS) button is FULLY pressed in less than 300 ms. 
Timing Adjustable 
Quick Scope: Same as 1 but the Quick Scope is activated every time the scope 
3 ‘Fully Auto (ADS) button is pressed. In this mode is not possible zooming 
Timing Adjustable on enemies. 


6 | l Class 6 

Easy Sprint 
If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what 
you have been looking for. 


MOD Name Description 
4 Fully Auto character will sprint at the same time you begin to move him 
orward. 
Your character will sprint if the thumbstick is FULL pressed forward. 
2 +~Press Sensitivity The character will walk regular speed if the thumbstick is only 


slightly pressed forward. 


l., 7 
T Anti-Recoil 


This MOD compensate for vertical recoil while firing a weapon by automatic moving the control stick in the opposite 
direction of the one your gun is moving while firing. The adjustable parameter sets how much the compensation 
should be. See the menu system instructions above for more information on how to adjust the compensation in 
this mode. 


MOD Name Description 


2 Anti-Recoil 
Scope Enable 


3 Anti-Recoil 
Scope Disable 


5 Inverted-Y Anti-Recoil 
Scope Enable 


Inverted-Y Anti-Recoil —Anti-Recoil with inverted Y-Axis is activated while firing and NOT 
6 myers a 
cope Disable aiming. 


& I Class 8 
Hair-Trigger 
With Hair-Trigger MOD you can ensure your weapon will fire or ADS as soon you touch the correspondent trigger. 


1 ‘Enabled 


9 l Class 9 
Button Layout 


With the Button Layout you can make any of the MODs on the Titan One work with your favorite button layout. 


MOD Name 


Quick Reference: Classes and MODS 


01: RAPID FIRE 02: BURST FIRE 03: FIRE MODE 


: Mod Disabled 00: Mod Disabled : Mod Disabled 

: Optimized Rapid Fire 01: 1 Bullets per Burst : Scope Disable 

: Adjustable Rapid Fire 02: 2 Bullets per Burst : Scope Enable 

: Adjustable Pulse Rapid Fire 03: 3 Bullets per Burst : Press Sensitivity 
04: 4 Bullets per Burst 
05: 5 Bullets per Burst 
06: 6 Bullets per Burst 


: SECONDARY RAPID FIRE 05: QUICK SCOPE : EASY SPRINT 


: Mod Disabled 00: Mod Disabled : Mod Disabled 

: Optimized Rapid Fire 01: Quick Scope: TAP : Fully Auto 

: Adjustable Rapid Fire 02: Quick Scope: Press Sensitivity : Press Sensitivity 
: Adjustable Pulse Rapid Fire 03: Quick Scope: Fully Auto 


All Quick Scope modes are adjustable. 


: ANTI-RECOIL 08: HAIR-TRIGGER : BUTTON LAYOUT 


: Mod Disabled 00: Mod Disabled : Classic 

: Anti-Recoil 01: Enabled : Community Scheme 01 
: Anti-Recoil - Scope Enable : Shadow Fall 

: Anti-Recoil - Scope Disable 

: InvY Anti-Recoil 

: InvY Anti-Recoil-Scope Enable 

: InvY Anti-Recoil-Scope Disable 


Adjustable 








The Knack Gamepack for Titan One has 5 distinct MODS including Auto Attack, Slow Motion, Auto Jump, Auto 
Dodge and Alternate Buttons Layout. 


Instructions for Knack Gamepack 
Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 


Compatible Systems: Playstation 4 


a Titan One Exclusive Feature: Knack Gamepack 














Gamepack Operation 

Quick Enable/Disable MODS: 

+ © er 
@+ @ “x 


Visual Feedback: 


Player LED 1: Controller in regular mode, Knack MODS are disabled. 


Player LED 4: MODS are enabled, check configuration section below to activate/deactivate 
individual MODS. 





Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ «80x 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 





Player LED 4 will blink the number of current Class (DS4 will flash purple). 
4 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 


To navigate between MODS within current Class: 


oO 
Y 


Gamepack Classes and MODS 


1 I Class 1 

Auto Attack 
Automatically performs (1) turbo attack or (2) attack combo followed by a jump attack. The Attack Combo MOD 
eliminates the cool down time need between combo attacks, making Knack an unstoppable smashing machine. 


Goes UP Goes DOWN 


Goes UP : Goes DOWN 


2 i [ Class 2 
Slow Motion 


Makes the game run at lower speed, allowing the player react faster to enemies movements. 


MOD Name wiesdhvecectcdesanscinsececsiseccoseinsccecensonsssseedebedtesessesssecucesecreceineessetbessesstesseeese. 
Q Mod Disabled 
1 Enabled 


3 ; i Class 3 
Auto Jump 
Automatically performs the highest double-jump by just holding jump button. It also can be set to perform the triple- 


jump (jump, jump, dodge), or the quad-jump (jump, jump, dodge, attack), extending the time Knack can be on air 
to the maximum, perfect to avoid most enemies attacks. 


MOD Name 


4 I Class 4 
Auto Dodge 
The Turbo Dodge eliminates the cool down time between dodges by forcing Knack to jump after dodge. It ensures 


Knack can perform subsequent dodges instantaneous. Alternatively this MOD can be set to automatically execute 
an attack after dodge. 


MOD Name sOeneneneeneeenceneerereneneeneeeeeeneeeeneneneeeeenereneneeeneneeneeeseeneneenerenoeeeeneens 
Q Mod Disabled 
1 ‘Turbo Dodge 


5 [ \ [ Class 5 
Alternate Buttons 


Enabling this MOD the special attacks can be executed by pressing just one button: R1 - Ranged Attack, L1 - 
Tornado Attack, L2 - Blast Attack. Additionally MOD also allows you to perform the action "dodge" by pressing the 
R2 button, indicating the direction of dodge through the left analog stick. 


MOD Name 


Quick Reference: Classes and MODS 


01: AUTO ATTACK 02: SLOW MOTION 03: AUTO JUMP 


00: Mod Disabled 00: Mod Disabled 00: Mod Disabled 
01. Turbo Attack 01: Enabled 01: Double Jump 


02. Attack Combo 02: Triple Jump 
03: Quad Jump 


04: AUTO DODGE 05: ALTERNATE BUTTON 


00: Mod Disabled 00: Mod Disabled 
01: Turbo Dodge 01: Enabled 
02: Dodge and Attack 





Loadout 





Loadout Gamepack for Titan One. 
Instructions for Loadout Gamepack 
Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 


Compatible Systems: Playstation 4 


Uy Titan One Exclusive Feature: Loadout Gamepack 





Gamepack Operation 
Quick Enable/Disable MODS: 
SHARE 
+ @ -5 


VIEW 









Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 
2 
a @) Player LED 4: MODS are enabled (Purple on DS4). 
sees 
3 a 





Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ sx80X 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
. 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 
: Goes UP Goes DOWN 


To navigate between MODS within current Class: 


Goes UP : Goes DOWN 


Adjustable MODS (Rapid Fire): 


Ci} Increases = Decreases Test current 


Rate of Fire Rate of Fire Rate of Fire 
or Timing or Timing or Timing 


Gamepack Classes and MODS 


1 Class 1 
Rapid Fire 


When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons in the Loadout game. While rapid fire 
will not usually make a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns 
such as reducing recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 
the game. 


With symmetric adjustable rapid fire you can always get the 
2 Symmetric Rapid Fire optimum firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 

fire speed in this mode. 


The asymmetric rapid fire you can precisely set the amount of time 
the fire button should be held down and how long it should be 
3 Asymmetric Rapid Fire released. For example you can set the asymmetric rapidfire to fire 
Adjustable for 120ms and wait 90ms for the next firing loop. See the menu 
system instructions above for more information on how to adjust 

your rapid fire speed in this mode. 


2 | Class 2 
Fire Mode 


Fire mode determines an assist action to be used together with rapid fire and/or burst fire. These are normally 
applied to the triggers. 


MOD Name Description 
3 1 ZoomDisable  —-‘Thezoom(ADS)disablesrapidfire. == 
pene: >" a 
3 FullyPress Rapid fire fire will only be activated by fully pressing the fire button. 





If secondary rapid fire is enabled it will take place when the regular rapid fire is not actuating. For example if your 
regular rapid fire is only active when scoping then the secondary rapid fire will be activated when you are not using 
scope. This behavior can be very handy to set a precise rate of fire while aiming and a more aggressive rate of 
fire while hipfiring. 


MOD Name Description 


This secondary rapid fire is optimized to be as fast as possible but 
1 Optimized Rapid Fire at the same time ensure that every single shot will be correctly 
registered by the game. 


With adjustable secondary rapid fire you can always get the 


2 Rapid Fire optimum firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse secondary rapid fire can reach a faster rate of fire with burst 
Adjustable type weapons. 


4 Class 4 
Shot Modes 


Assign an action to be performed automatically when you press the fire button. 


MOD Name Description 


When you press the fire button your character will immediately 
jump and begin firing. This action is not performed if the zoom 
(ADS) is activated. 


4 Jump Shot 
Zoom Disable 


2 Jump Shot Performs the same action as jump shot but is only activated when 
Fully Press you FULLY press the fire button. 

When you press the fire button, your character will begin to 

3 Side Shot make side movements and begin firing, confusing the enemy in 

Zoom Disable the process. This action is not performed if the zoom (ADS) is 

activated. 

4 Side Shot Performs the same action as side shot but is only activated when 
Fully Press you FULLY press the fire button. 

When you pull the fire button, your character will automatically 

5 Scope Shot use the scope (ADS). This is useful for single shot weapons, 

Zoom Disable decreasing the spread effect and increasing accuracy in combat. 


This action is not performed if the zoom (ADS) is activated. 


5 q Class 5 
Accelerometer Aim Assist 


With accelerometer aim assist, you can use the DS4 (or PS3) controller to aim while scoping. This means you can 
move the controller to adjust the target position when scoped in. This MOD will not affect aiming with the right stick. 
It will only add an additional option to aim with. Each of the modes will add sensitivity with mode 1 being the least 
sensitive and mode 5 being the most sensitive. 


MOD Name 


6 Class 6 
Easy Sprint 


If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what 
you have been looking for. 


MOD Name Description 


Your character will sprint at the same time you begin to move him 
forward. 


~~ Your character will sprint if the thumbstick is FULL pressed forward. 
2 = +‘Fully Press The character will walk regular speed if the thumbstick is only 





This MOD allows the player to automatically jump repeatedly in order to move faster, instead of just running. Moving 
in a zigzag pattern while bunny hopping is the fastest way to move around, making the player an even more difficult 
target. 


MOD Name Description 


Press and hold the JUMP button to start bunny hopping. You can 
also lock the Bunny Hop MOD by pressing the SPRINT button 

1 Bunny Hop Enabled once, this allows you to not have to hold the JUMP button and 
freely maneuver both thumbsticks, to stop bunny hopping release 
the movement sticker. 


8 Class 8 
Turbo Melee 


aX\® 


Sometimes is need press the 'Melee' button repetitively. This MOD automate this task by assign a turbo mode to 
the 'Melee' button. 


MOD Name Description 
Q Mod Disabled Turbo melee disabled. 
1.‘ Enable Turbo melee enabled. 





This unique feature allows you to setup special remapping to best adjust the controller to your personal taste. 


MOD Name Description 


Quick Reference: Classes and MODS 


01: RAPID FIRE 02: FIRE MODE 03: SECONDARY RAPID FIRE 


00: Mod Disabled 

01: Optimized Rapid Fire 
02: Symmetric Rapid Fire 
03: Asymmetric Rapid Fire 


Symmetric and Asymmetric are 
adjustable. 


0" Fa) CO a (0) P) = 


00: Mod Disabled 

01: Jump Shot: Zoom Disable 
02: Jump Shot: Fully Press 
03: Side Shot: Zoom Disable 
04: Side Shot: Fully Press 

05: Scope Shot: Zoom Disable 


07: BUNNY HOP 


00: Mod Disabled 
01: Enabled, Sprint Button locks 


: Mod Disabled 
: Zoom Disable 
: Zoom Enable 

: Fully Press 


: ACCEL AIM ASSIST 


: Mod Disabled 
: Sensitivity 1 
: Sensitivity 2 
: Sensitivity 3 
: Sensitivity 4 
: Sensitivity 5 


: TURBO MELEE 


: Mod Disabled 
: Enabled 


: Mod Disabled 

: Optimized Rapid Fire 

: Adjustable Rapid Fire 

: Adjustable Pulse Rapid Fire 


: EASY SPRINT 


: Mod Disabled 
: Fully Auto 
: Fully Press 


: BUTTON SWAP 


: Mod Disabled 
01: Circle/B with Melee 





Lords of the Fallen 





The Lords of the Fallen Gamepack for Titan One has 8 MODs specially designed to make your life in this 
Souls like game much easier. 


Instructions for Lords of the Fallen Gamepack 


Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, Xbox 360, Wii U Pro 


Compatible Systems: Playstation 4, Xbox One, PC 


«To Titan One Exclusive Feature: Lords of the Fallen Gamepack 











Gamepack Operation 
Quick Enable/Disable MODS: 
SHARE whe © 2g 
| + @ 8x 


| me Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 


2 
= @ Player LED 4: MODS are enabled (Purple on DS4). 





Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ sx80X 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
. 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 


: Goes UP ~ Goes DOWN 


To navigate between MODS within current Class: 


2 Goes UP : Goes DOWN 


Adjustable MODs (Auto Two-Handed Jump Attack): 


= Decreases Test current 
R 


: Increases Timing : Timing Timing 


Gamepack Classes and MODS 


Class 1 


4 Fast Attack Combo 





Add combo sequence to the right fast attack (R1/RB) action. A single tap on fast attack button will perform its 
original action. Hold down the button performs the combo sequence chosen. 





Class 2 
| F Strong Attack Combo 


2 


Add combo sequence to the right strong attack (R2/RT) action. A single tap on strong attack button will perform 
its original action. Hold down the button performs the combo sequence chosen. 





an he Class 3 
» Ysa | Reliable Guard Break and Jump Attack 


Perform the Guard Break and Jump Attack actions reliably by holding down the handhold toggle button plus fast 
attack (R1/RB) for Guard Break or strong attack (R2/RT) for Jump Attack. The handhold toggle action (one/two 
handed) is executed normally when the correspondent button is pressed and released quickly. 


MOD Name 


Class 4 
Auto Shield Bash Attack 





Assigned to L3/LS button, this MOD automatically executes the sequence of sprint and rise the shield for bash 
attack. Stronger the right hand weapon, more damage the bash attack will inflict. 


MOD Name 
Q Mod Disabled 
1 Enabled 


5 ‘a W Class 5 
au § Auto dual weapon wielding swing 





Automatic perform left and right swings when dual wielding weapons. If enabled, this MOD is activated by holding 
down the left weapon attack button. The timing between swings can be adjustable. 


MOD Name Description 


es; eT 7 nammmaaaaaailaadini 


4 Enabled Check the menu system instructions above for more information 
Adjustable on how to adjust the timing in this mode. 


Class 6 
Dark Souls Sprint 





Hold the Evade button while running to Sprint. If you double tap the Evade button while sprinting you will perform 
a jump. This is useful for getting across difficult terrain. 


MOD Name Description 


Hold down the evade button to sprint. **Only works with Alternate 
controller layout. 


7 @ Class 7 
‘T\\, Button Layout 


Select the same button layout you have chosen in the game configurations. 





8 Class 8 

Button Swap 
With this MOD you can change the game controller layout to match the Dark Souls or the God of War buttons 
assignments. The God of War layout has the advantage to use sprint, roll and jump without loose control of the 


camera. 


GOD OF WAR CONTROLLER LAYOUT 


Quick Reference: Classes and MODS 


01: FAST ATTACK COMBO lips Xe), [ce-umy- (el ele] |=fe) 03: RELIABLE GUARD BREAK 
AND JUMP ATTACK 


00. Mod Disabled 00. Mod Disabled 00: Mod Disabled 
01. Combo Fast -> Fast, Fast, 01. Combo Strong -> Fast, Fast, 01: Enabled 
Fast, ... Fast, ... 

02. Combo Fast -> Strong, Strong, |02. Combo Strong -> Strong, Strong, 

Strong, ... Strong, ... 


04: AUTO SHIELD BASH 05: AUTO DUAL WEAPON 06: DARK SOULS SPRINT 
ATTACK WIELDING SWING 


00: Mod Disabled 00: Mod Disabled 00: Mod Disabled 
01: Enabled 01: Enabled 01: Enabled (Alternate) 


Timing Adjustable Hold Evade Button 





07: BUTTON LAYOUT 08: BUTTON SWAP 
00: Default 00: Mod Disabled 
01: Alternate 01: Dark Sould (Alternate) 


02: God of War (Alternate) 


Mortal Kombat 9 Finalizations 


i $3 ont f 
MORTAL: KOMBAT 
GAMEPACK 


/, 


. BRUTAL FATALITY MOD SETS FOR 


MORTALKOMBAT,9, . witha 
chee EN: all a 


The Mortal Kombat 9 Finalizations Gamepack for Titan One features all Characters and Stage finalizations. The 
finalization can be a Fatality, Babality or Stage Fatality, and it's a special finishing move that can be used against one's 
opponent at the end of the final match. When the announcer says "Finish Him" or "Finish Her" the player can choose 
to kill him or her through a finalization move. A finalization requires certain distances and quick button sequences 
in order to achieve the desired result. For example, one of Sub-Zero's Fatalities requires that he stands close to the 
opponent and quickly execute Back, Forward, Down, Forward, Kick. Every character has their own special Fatality 
that must be performed at a certain distance from the opponent, if input correctly, the background will darken, followed 
by the desired result. 





The Mortal Kombat 9 Finalizations Gamepack simplifies and standardizes the way each finalization is started by just 
a combinations of 2 buttons pressing. For any character chosen by the player, the Gamepack will know the exactly 
distance and sequence must be executed to perform the desired finalization. 


Instructions for MK9 Finalizations Gamepack 

Compatible Titan One firmware: 1.21+ 

Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 
Compatible Systems: Playstation 3, XBox 360 




















Gamepack Operation 


Player LED Character selection feedback: 


a: @) Player LED 1: No character is selected, controller in regular mode. 
sees 


Player LED 4: There is a character selected. To check the character number, enter into menu 
? * mode. 





Character selection shortcuts: 
You can configure up to 4 shortcuts to fast changing between your favorites Characters. Check the Gamepack 
Configuration section below to see how to configure each shortcut. 


SELECT © 
= + Character Shortcut 1 
Ep ob ® LED 1 will blink 3 times 


Character Shortcut 2 
LED 2 will blink 3 times 


Character Shortcut 3 
LED 3 will blink 3 times 


Character Shortcut 4 
LED 4 will blink 3 times 


++ ++ ++ 
68 @0 =O 


If the shortcut does not have a character configured then LED 1 will light up after releasing the Select (Back) button, 
meaning no character is selected. 


To activate a Finalization: 
1. Win the fight and wait for "FINISH HIM/HER". 


2. Move your character (left/right) until he/she is touching the opponent. This will point to the Gamepack what 
direction your opponent is. 


3. Choose the fatality you would like to use: 


= H ° Fatality 1 
“ + 2 Fatality 2 
“ + ° Fatality 3 
“ + ~ Babality 
‘oe obs Stage Fatality 
Not applicable to all stages, a red skull emblem 
ohn RE indicates which stage have fatality. 


Gamepack Configuration 


To enter in menu mode: 


SELECT START 
(0 Bs PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
SD BH CUéNX'B00X 360: Hold BACK+START for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT (or BACK) button pressed while in Menu mode. To exit the menu mode, release the SELECT 
(or BACK) button. 


Dualshock 3: If LED 4 blinks 2 times and LED 3 blinks 7 times, the selected character is 27 (Mileena). 
« XBox 360 Controller: If LED 3 blinks 1 time and LED 4 blinks 5 times, the selected character is 15 (Quan Chi). 


= @) Player 3 LED and player 4 LED will blink the number of the currently selected character. 


3 


If there is no LED blinking means NO character is selected (00). 


ip LEDs be off or have inconsistent blinking. The solution is try another Bluetooth dongle or use the USB cable to configure 


Dualshock 3 Users: Some Bluetooth dongle are not compatible with Titan One Gamepack LED blinking, causing all 
z 
the Gamepack. 


To navigate between Characters: 


© To add +10 from current © To subtract -10 from current 
® character number. © character number. 
O To add +1 from current oO To subtract -1 from current 
2) character number. ® character number. 


Fighter shortcut configuration: 

In menu mode hold R2 (RT) until all LED be off. 
'e To save the current character selection 

into shortcut 1. LED 1 will blink 3 times. 


To save the current character selection 
into shortcut 2. LED 2 will blink 3 times. 


To save the current character selection 
into shortcut 3. LED 3 will blink 3 times. 


To save the current character selection 
into shortcut 4. LED 4 will blink 3 times. 


Q@a@aq 
t+ tt ++ ++ 
68 @20 ©0 &O@ 


Character Numbers 





13 —¥ 


Sub-Zero (a 





Mortal Kombat X 





The Mortal Kombat X Gamepack for Titan One features all Character fatalities as well as an Auto Test Your 
Might mode. Fatalities are special finishing moves that can be used against one's opponent at the end of the final 
round. When the announcer says "Finish Him" or "Finish Her", the player can choose to kill him or her using a 
Fatality move. These fatalities require certain distances between the player and his or her opponent as well as 
quick button sequences in order to achieve the desired result. Every character has their own special Fatalities that 
must be performed at precise distances from the opponent. If input correctly, the background will darken and the 
Fatality will be performed. 


The Mortal Kombat X Gamepack simplifies and standarizes the way each Fatality is performed by just a combination 
of 2 button presses. For any character as chosen by the player, the Gamepack will know the precise distance to 
stand at as well as the proper sequence that must be executed to perform the desired Fatality. 


Additionally, Mortal Kombat X features a "Test Your Might" mode where you have to rapidly and repeatedly press 
all four move buttons on the controller to build up strength to break an object placed in front of your character. The 
Mortal Kombat X Gamepack allows the player to complete ALL of these challenges by simply holding 2 buttons 
down. 


Instructions for Mortal Kombat X Gamepack 
Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 


Compatible Systems: Playstation 4, XBox One, Playstation 3, XBox 360 























Gamepack Operation 


Player LED Character selection feedback: 






Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 
i 2 
—— @ Player LED 4: MODS are enabled (Purple on DS4). 
sees 


3 4 


Character selection shortcuts: 


You can configure up to 2 shortcuts to fast changing between your favorites Characters. Check the Gamepack 
Configuration section below to see how to configure each shortcut. 


SHARE © 
+ Character Shortcut 1 


1 ofp ® LED 1 will blink 3 times 
VIEW 


SHARE oO 
+ Character Shortcut 2 
€aB LED 2 will blink 3 times 

VIEW + & 


If the shortcut does not have a character configured then LED 1 will light up after releasing the Select (Back) button, 
meaning no character is selected. 


To activate a Finalization: 
1. Win 2 rounds and wait for "FINISH HIM/HER". 


2. Move your character (left/right) until he/she is touching the opponent. This will point to the Gamepack what 
direction your opponent is. 


3. Choose the fatality you would like to use by holding down the "Fatality Mode Button" and pressing one of the 
two "Fatality Execution Buttons". These are configurable when programming the gamepack onto the Titan One, 
but they default to the following: 


+ © Fatality 1 
+ 

~ + © Fatality 2 
+ @ 


Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 


SHARE 4 OPTIONS 


a PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 





ep ode XBOX 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 


Player 3 LED and player 4 LED will blink the number of the currently selected character. 
Dualshock 4: If Purple blinks 1 times and Green blinks 8 times, the selected character is 18. 
@) Dualshock 3: If LED 4 blinks 2 times and LED 3 blinks 1 time, the selected character is 21. 





XBox 360 Controller: If LED 3 blinks 1 time and LED 4 blinks 5 times, the selected character is 15. 


If there is no LED blinking means NO character is selected (00). 
To navigate between Characters: 


© To add +10 from current © To subtract -10 from current 
® character number. © character number. 


O To add +1 from current oO To subtract -1 from current 
® character number. ® character number. 


Fighter shortcut configuration: 
In menu mode hold R2 (RT) until all LED be off. 


‘eo t © To save the current character selection 


ohn ® into shortcut 1. LED 1 will blink 3 times. 


'e t O To save the current character selection 


whe @® into shortcut 2. LED 2 will blink 3 times. 


To pass a Test Your Might challenge: 


2 Press and Hold "Test Your Might Buttons" (configurable on programming Titan One, defaults 
to LS + RS/L3 + R3) until the circle on the screen turns green. 


3. Release those buttons to make your character complete the Test Your Might. 


Character Numbers 


4 Erron Black - 

“5 Fonalton sce aes ccc eep he copa adda pene tdpeidlncen acento ea me reeentea aaa 

——— Salsas tessa costed sdstndereche esse eens asses ebes get occa cabal sealed 
- ee A ee 


20 Reptile 
21 Scorpion 


24 Sub-Zero 
25 Takeda 


26 Jason Voorhees 


PvZ: Garden Warfare 


<EARDES 
WHORE 





Plant vs Zombie: Garden Warfare Gamepack for Titan One. 
Instructions for Plant vs Zombie: Garden Warfare Gamepack 
Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Dualshock 4, Dualshock 3, Xbox One, Xbox 360, Wii U Pro 


Compatible Systems: Playstation 4, Xbox One, Playstation 3 and Xbox 360 





Uy Titan One Exclusive Feature: PvZ: Garden Warfare Gamepack 


Gamepack Operation 
Quick Enable/Disable MODS: 
SHA 
an 


VIEW 









Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 
2 

me @) Player LED 4: MODS are enabled (Purple on DS4). 

sees 


3 4 


Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ sx80X 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
. 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 
: Goes UP Goes DOWN 


To navigate between MODS within current Class: 


2 Goes UP : Goes DOWN 


Adjustable MODS (Rapidfire & Secondary Rapidfire): 


Ci} Increases = Decreases Test current 


Rate of Fire Rate of Fire Rate of Fire 
or Timing or Timing or Timing 


Gamepack Classes and MODS 


tal Class 1 
~~» Rapid Fire 





When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons. While rapid fire will not usually make 
a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns such helping players 
conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 
the game. 


With adjustable rapid fire you can always get the optimum 


2 Rapid Fire firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse rapid fire can reach a faster rate of fire with burst type 
Adjustable weapons. 


Class 2 
Fire Mode 





Fire mode determines an assist action to be used together with rapid fire and/or burst fire. These are normally 
applied to the triggers. 


MOD Name Description 
1 Zoom Disable The zoom disables rapid fire and burst fire. 
2 Zoom Enable The zoom enables rapid fire and bust fire. 


Rapid fire and burst fire will only be activated by fully pressing the 
fire button. 


-g 1 Class 3 
“| Secondary Rapid Fire 





If secondary rapid fire is enabled it will take place when the regular rapid fire is not actuating. For example if your 
regular rapid fire is only active when zooming then the secondary rapid fire will be activated when you are not using 
zoom. This behavior can be very handy to set a precise rate of fire while Zooming and a more aggressive rate of 
fire while not zooming. 


MOD Name Description 


This secondary rapid fire is optimized to be as fast as possible but 
1 Optimized Rapid Fire at the same time ensure that every single shot will be correctly 
registered by the game. 


With adjustable secondary rapid fire you can always get the 


2 Rapid Fire optimum firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse secondary rapid fire can reach a faster rate of fire with burst 
Adjustable type weapons. 


Class 4 
Accelerometer Aim Assist 





With accelerometer aim assist, you can use the DS4 (or the DS3) controller to aim while zooming. This means you 
can move the controller to adjust the target position when zoomed in. This MOD will not affect aiming with the right 
stick. It will only add an additional option to aim with. Each of the modes will add sensitivity with mode 1 being the 
least sensitive and mode 5 being the most sensitive. 


MOD Name 


Class 5 
Button Layout 





Select the same button layout you have chosen in the game configurations. 


MOD Name 


: RAPID FIRE 02: FIRE MODE 03: SECONDARY RAPID FIRE 


: Mod Disabled 00: Mod Disabled 00: Mod Disabled 

: Optimized Rapid Fire 01: Zoom Disable 01: Optimized Rapid Fire 

: Adjustable Rapid Fire 02: Zoom Enable 02: Adjustable Rapid Fire 

: Adjustable Pulse Rapid Fire 03: Fully Pressed 03: Adjustable Pulse Rapid Fire 


: ACCEL AIM ASSIST 05: BUTTON LAYOUT 


: Mod Disabled 00: Default 

: Sensitivity 1 01: Classic Layout 
: Sensitivity 2 

: Sensitivity 3 

: Sensitivity 4 

: Sensitivity 5 





Rainbow Six Siege 






Aromciancy’s 


RAINBOWS). |SIEGE 
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Rainbow Six Siege Gamepack for Titan One features an NEW and EXCLUSIVE Advanced Rapidfire MOD. 


Instructions for Rainbow Six Siege Gamepack 
Compatible Titan One firmware: 2.00+ 
ik Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, Xbox One Elite, 
XBox 360, Wii U Pro 
Compatible Systems: Playstation 4, XBox One 


ay Titan One Exclusive Feature: Rainbow Six Siege Gamepack 








THE NEW ADVANCED RAPIDFIRE MOD 


The new and exclusive Advanced Rapidfire MOD features an unprecedented control of the parameters and 
physics inherent to the weapons models of modern first person shooters. 


TURAN ar 


Optional Burst Fire 
with shots control 


Vertical Recoil 
Compensation 








Gamepack Operation 


Quick Enable/Disable MODS: 
SHARE 
+ @ -5 


@ + @Q@ ~—™ 


VIEW 







Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 
1 2 
; @ Player LED 4: MODS are enabled (Purple on DS4). 
sees 


3 4 


Gamepack Configuration 


You can customize the Rainbow Six Siege Gamepack using the Gtuner's Gamepack Configuration Interface, by 
clicking on the slot number associated to the Gamepack. 


Topics related with Gtuner's Gamepack Configuration Interface: 


e Programmer Panel 
¢ Gamepack Configuration 








ik The Rainbow Six Siege Gamepack can NOT be configured using the controller. 


Gamepack Classes and MODS 


ve 
1 2 / Rapidfire 


When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons. While rapid fire will not usually make 
a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns such as reducing 
recoil, helping players conserve ammunition and achieve more headshots. 





MOD Name Description 
This rapid fire is optimized to be as fast as possible but at the same 
1 Quick Rapidfire time ensure that every single shot will be correctly registered by 
the game. 


The new and exclusive Advanced Rapidfire MOD features an 
ADVANCED Rapidfire unprecedented control of the parameters ane physics inherent to 
ices the weapons models of FPS games, such: Rapidfire frequency, 
; period and duty; First to second shot delay; Bustfire and Vertical 
recoil compensation. 


The full configuration of the Advanced Rapidfire MOD is only possible using Gtuner's Gamepack 
Configuration Interface. 


RAPIDFIRE ADVANCED: Duty Hold Time (ms) 


10 40 


RAPIDFIRE ADVANCED: Duty Release Time (ms) 


10 30 


RAPIDFIRE ADVANCED: First to Second Shot Delay (ms) 


RAPIDFIRE ADVANCED: Number of Shots (Burst Fire) 
0 


RAPIDFIRE ADVANCED: Vertical Recoil Compensation 


-100 0 


E4 3| [¥] Include configuration when programming device 





Topics related with Gtuner's Gamepack Configuration Interface: 


e Programmer Panel 
¢ Gamepack Configuration 








Class 2 
Rapidfire Mode 





Rapidfire Mode determines an assist action to be used together with the activated Rapidfire and/or Alternate 
Rapidfire. 


MOD Name Description 
The ADS (scope) enables Rapidfire and disables the Alternate 
1 ADS Enable Rapidtire 
3 > ADSDisable —_—~The ADS (scope) disables Rapidfire and enables the Alternate 
Rapidfire. 
i = 
3. Press Sensitivity The Alternate Rapidfire is activate when the fire trigger is not fully 


pressed. 


Lai Class 3 
3 


Alternate Rapidfire 


When the Alternate Rapidfire is enabled, it will be activated based on the Rapidfire Mode configuration. For example 
if your regular Rapidfire is only active when ADSing then the Alternate Rapidfire will be activated when you are not 
using the ADS. This behavior can be very handy to set a precise rate of fire while aiming and a more aggressive 
rate of fire while hipfiring. 


Description 


This rapid fire is optimized to be as fast as possible but at the same 
time ensure that every single shot will be correctly registered by 
the game. 


ADVANCED Rapidfire 


Adjustable 


The new and exclusive Advanced Rapidfire MOD features an 
unprecedented control of the parameters and physics inherent to 
the weapons models of FPS games, such: Rapidfire frequency, 
period and duty; First to second shot delay; Bustfire and Vertical 
recoil compensation. 


4 Class 4 


Shot Modes 


Assign an action to be performed automatically when you press the fire button. 


MOD 


Name 


Description 


Drop Shot 
ADS Disable 


When you pull the fire button, your character will drop to prone 
position and begin firing. This is useful for players that like to 
maintain stealth and reduce their target profile. This also assists in 
increasing accuracy in combat. This action is not performed if the 
ADS (scope) is in use. 


Drop Shot 


Press Sensitivity 


This performs the same action as drop shot but is only activated 
when you FULLY press the fire button. 


Jump Shot 
ADS Disable 


When you press the fire button your character will immediately 
jump and begin firing. This action is not performed if the ADS 
(scope) is in use. 


Jump Shot 


Press Sensitivity 


Performs the same action as jump shot but is only activated when 
you FULLY press the fire button. 


Side Shot 
ADS Disable 


When you press the fire button, your character will begin to make 
side movements and begin firing, confusing the enemy in the 
process. This action is not performed if the ADS (scope) is in use. 


Side Shot 


Press Sensitivity 


Performs the same action as side shot but is only activated when 
you FULLY press the fire button. 


Scope Shot 
ADS Disable 


When you pull the fire button, your character will automatically use 
the ADS. This is useful for single shot weapons, decreasing the 
spread effect and increasing accuracy in combat. This action is not 
performed if the ADS (scope) is in use. 





5 Class 5 
5 [am Lean Left/Right 


<TODO: Description> 


MOD Name 
0 _sCDisabled 
1 ‘Enabled 





<TODO: Description> 


MOD Name 


1 ‘Enabled 


T ~<a Class 7 
Hold/Run Toggle 


<TODO: Description> 


MOD Name 
0 _sCDisabled 
1 ‘Enabled 


Class 8 
Hair-Trigger 





The Call of Duty Advanced Black Ops 3 applies a "dead-zone" in the trigger buttons, which means the trigger (both 
for Fire or ADS) should be pressed almost half way down to be registered by the game. With Hair-Trigger MOD 
you can ensure your weapon will fire or ADS as soon you touch the correspondent trigger. 


MOD Name 


9 vA Class 9 
/ Button Layout 


Most users play their favorite games using the default button layout but a lot of players do use optional button layout 
and switch their thumbstick positions. With the Button Layouts you can make any of the MODS on the Titan One 


work with your favorite button layout. 


MOD Name 


: RAPIDFIRE 


: Mod Disabled 
: Quick Rapidfire 
: Advanced Rapidfire 


Ha) (0 i (0) Bd 


: Mod Disabled 

: Drop Shot: ADS Disable 

: Drop Shot: Press Sensitivity 
: Jump Shot: ADS Disable 

: Jump Shot: Press Sensitivity 
: Side Shot: ADS Disable 

: Side Shot: Press Sensitivity 
: Scope Shot: ADS Disable 

: Auto ADS 


: HOLD/RUN TOGGLE 


: Mod Disabled 
01: Enabled 


02: RAPIDFIRE MODE 


00: Mod Disabled 
01: ADS Enable 

02: ADS Disable 

03: Press Sensitivity 


05: LEAN LEFT/RIGHT 


00: Mod Disabled 
01: Enabled 


08: HAIR-TRIGGER 


00: Mod Disabled 
01: Enabled 





03: ALTERNATE RAPIDFIRE 
00: Mod Disabled 

01: Quick Rapidfire 

02: Advanced Rapidfire 


06: SPRINT MODS 


00: Mod Disabled 
01: Enabled 


09: BUTTON LAYOUT 


00: Default - Default 
01: Default - Lefty 

02: Southpaw - Default 
03: Southpaw - Lefty 


Shadow of Mordor 


ad I AW YQ)”, oa VAY a Pd a ae 
Pmamreranet 





Middle-Earth: Shadow of Mordor Gamepack for Titan One. 
Instructions for Middle-Earth: Shadow of Mordor Gamepack 
Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Dualshock 4, Dualshock 3, Xbox One, Xbox 360, Wii U Pro 


Compatible Systems: Playstation 4, Xbox One, Playstation 3 and Xbox 360 





Uy Titan One Exclusive Feature: Middle-Earth: Shadow of Mordor Gamepack 


Gamepack Operation 
Quick Enable/Disable MODS: 
SHARE 
+ @ = 


VIEW 









Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 
2 
——— @) Player LED 4: MODS are enabled (Purple on DS4). 
sees 
3 a 





Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ «80x 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
4 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 


To navigate between MODS within current Class: 


oO O Goes DOWN 
Y ® 


Gamepack Classes and MODS 


Goes UP ~ Goes DOWN 


Goes UP 


1 y..) 4 Class 1 
& K Attack Combo 


Automatically performs the chosen combo by just holding down the attack button. 


MOD Name Description 
Q Mod Disabled 
1 Turbo Attack Rapidly press and release the attack button 
o no AniacK Auto Attack and counter attack automatically 
Counter 


Counter Combo 





Counter and automatically perform the Turbo Attack by just holding down the counter button. 


MOD Name Description 





Bow Auto Aim allow you to auto-aim to the nearest enemy while aiming with your bow. Any time you pull the left 
trigger to aim it will lock to the nearest enemy. 


MOD Name Description 


Class 4 
Stealth Toggle 





By pressing and holding the stealth button for more than 500ms, the stealth action will remain activated until the 
button is pressed a second time. 


MOD Name PeeeeeeeeeeeereereneeeeeeeeeeeseereneeeneeneeeeesereeseeneeeeeeeeeeeneoeneeeeeeeesoeonsoeneseTeeesoooonee 
Q Mod Disabled 
1 ‘Enabled 


5 meme Class 5 

'g Run Toggle 
By pressing and holding the run button for more than 500ms, the run action will remain activated until the button 
is pressed a second time. 


MOD Name eeebbesieeesasesadeeesseeseeeeecstesedsesnusesesesbeeessseneeesssesbeceseestesesesesiteessessazeeesesensee 
Q Mod Disabled 
1 ‘Enabled 


Class 6 
Button Swap 





This unique feature allows you to setup special remapping to best adjust the controller to your personal taste. 


MOD Name 





Quick Reference: Classes and MODS 


01: ATTACK COMBO 02: COUNTER COMBO 03: BOW AUTO AIM 


00: Mod Disabled 00: Mod Disabled 00: Mod Disabled 
01: Turbo Attack 01: Counter and Turbo Attack 01: Enabled 
02: Turbo Attack + Counter 


04: STEALTH TOGGLE 05: RUN TOGGLE 06: BUTTON SWAP 


00: Mod Disabled 00: Mod Disabled 00: Mod Disabled 
01: Enabled 01: Enabled 01: Stealth <-> Run/Roll 





Souls Series 


DARK SOULS II 
a7 TiS VVA®., WJ ii 


— \ GAMEPACK 
mg?) 
, y 7” ’ . 
~@ 2 3 x4 . 


| 


- 





The Souls Series Gamepack for Titan One was especially made for Dark Souls II, Dark Souls and Demon's Soul. 
It has 6 distinct MODS including Fast Attack Combo, Strong Attack Combo, Reliable Guard Break and Jump Attack, 
Auto Two-Handed Jump Attack, Quick Quit, God of War Button Layout and Auto dual weapon wielding swing. 


Compatible Titan One firmware: 1.31+ 
Compatible Controllers: Dualshock 4, Dualshock 3, X! 
Compatible Systems: Playstation 3, XBox 360 





Instructions for Souls Series Gamepack 











Box One, XBox 360, Wii U Pro 








Gamepack Operation 


Visual Feedback: 


= _ @) Player LED 1: Controller in regular mode, Souls MODS are disabled. 
sees 


Player LED 4: MODS are enabled, check configuration section below to activate/deactivate 
° * individual MODS. 


Gamepack Configuration 


To enter in menu mode: 


SELECT START 
(0 BBs PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 


= BH CUC#ENB(00X 360: Hold BACK+START for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT (or BACK) button pressed while in Menu mode. To exit the menu mode, release the 
SELECT (or BACK) button. 


LN TT 
—— Player LED 4 will blink the number of current Class. 
sees 
\ Player LED 3 will blink the number of active MOD for current Class. 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


Dualshock 3 Users: Some Bluetooth dongle are not compatible with Titan One Gamepack LED blinking, causing 
Tip all LEDs be off or have inconsistent blinking. The solution is try another Bluetooth dongle or use the USB cable to 


configure the Gamepack. 


To navigate between Classes: 





Goes DOWN 


© Goes UP 
&® 


To navigate between MODS within current Class: 


: Goes UP ° Goes DOWN 


Adjustable MODS (Auto dual weapon wielding swing): 


Cj Increases Decreases ‘Se Test current 
R 


= Timing _ Timing Timing 


Gamepack Classes and MODS 


Class 1 


Fast Attack Combo 





Add combo sequence to the right fast attack (R1/RB) action. A single tap on fast attack button will perform its 
original action. Hold down the button performs the combo sequence chosen. 


2 Class 2 
Strong Attack Combo 


Add combo sequence to the right strong attack (R2/RT) action. A single tap on strong attack button will perform 
its original action. Hold down the button performs the combo sequence chosen. 


MOD Name 


Class 3 
Reliable Guard Break and Jump Attack 





Perform the Guard Break and Jump Attack actions reliably by holding down the handhold toggle button 
(TRIANGLE/Y) plus fast attack (R1/RB) for Guard Break or strong attack (R2/RT) for Jump Attack. The handhold 
toggle action (one/two handed) is executed normally when the correspondent button is pressed and released 
quickly. 


MOD Name 
0 _sDisabled 
1 ‘Enabled 


Class 4 
Auto Two-Handed Jump Attack 





Assigns to L3/LS button to execute the sequence of (1) hold the weapon with two hands; (2) perform jump attack; 
(3) go back to holding the weapon in one hand. To use this MOD in Dark Souls II configure the jump action to the 
same button of roll action, as it is in the original Dark Souls. 


Disabled 
1.‘ Enabled 


5 Class 5 
Quick Quit 


If activated a quick tap on PS/XBox button will execute the sequence to quit the game as fast as possible: (1) 
open the game menu; (2) go to last menu item; (3) select quit option; (4) confirm YES. The quit sequence is 
the same for Demon's Souls and Dark Souls. However, in Dark Souls II the sequence is different and the game 
recalls the last selected menu. For the Quick Quick MOD work in Dark Souls II the last selected menu should 
always be the Equipment menu. 


MOD Name 
0 __siDisable 


6 Class 6 
God of War Button Layout 


The God of War layout MOD remaps some buttons to mimic the God of War game controls. This layout has the 
advantage to use sprint, roll and jump without loose control of the camera. 


MOD Name 
0 _sDisabled 
1 ‘Enabled 


Class 7 
Auto dual weapon wielding swing 





Automatic perform left and right swings when dual wielding weapons. If enabled the mod is activated by holding 
down the left weapon attack button. The timing between swings can be adjustable. 


MOD Name Description 
0 _sCDisabled 
eee ; nee ee ee 
Adjustable on how to adjust the timing in this mode. 


Quick Reference: Classes and MODS 


01: FAST ATTACK COMBO 02: STRONG ATTACK COMBO 03: RELIABLE GUARD BREAK 


AND JUMP ATTACK 
00. Disabled 00. Disabled 00: Disabled 





01. Combo Fast -> Fast, Fast, 01. Combo Strong -> Fast, Fast, 01: Enabled 
Fast, ... Fast, ... 

02. Combo Fast -> Strong, Strong, |02. Combo Strong -> Strong, Strong, 

Strong, ... Strong, ... 





04: AUTO TWO-HANDED JUMP 0O5: QUICK QUIT 06: BUTTON LAYOUT 
ATTACK 
00: Disabled 00: Disabled 00: Default 
01: Enabled 01: Dark Souls, Demon's Souls 01: God of War Style 
02: Dark Souls II 


07: AUTO DUAL WEAPON 
WIELDING SWING 


00: Disabled 
01: Enabled - Timing Adjustable 





Star Wars Battlefront Gamepack (by AKHUGHES90) for Titan One features an NEW and EXCLUSIVE Advanced 
Rapidfire MOD. 


ar 


Star Wars Battlefront 






AMEPACK 









AKHUGH 


Instructions for Star Wars Battlefront Gamepack 

Compatible Titan One firmware: 2.00+ 

Compatible Controllers: Dualshock 4, Dualshock 3, Ebox One Elite, 
XBox 360, Wii U Pro 

Compatible Systems: Playstation 4, XBox One 








aT Titan One Exclusive Feature: Star Wars Battlefront Gamepack 


THE NEW ADVANCED RAPIDFIRE MOD 


The new and exclusive Advanced Rapidfire MOD features an unprecedented control of the parameters and 


physics inherent to the weapons models of modern first person shooters. 


TURAN ar 


Optional Burst Fire 
with shots control 


Vertical Recoil 
Compensation 








Gamepack Operation 


Quick Enable/Disable MODS: 
SHARE 
+ @ -5 


@ + @Q@ ~—™ 


VIEW 







Player LED 1: Controller in regular mode, all MODs are disabled (Blue on DS4). 
1 2 
; @ Player LED 4: MODs are enabled (Purple on DS4). 
sees 


3 4 


Gamepack Configuration 


You can customize the Star Wars Battlefront Gamepack using the Gtuner's Gamepack Configuration Interface, by 
clicking on the slot number associated to the Gamepack. 


Topics related with Gtuner's Gamepack Configuration Interface: 


e Programmer Panel 
¢ Gamepack Configuration 








ik The Star Wars Battlefront Gamepack can NOT be configured using the controller. 


Gamepack Classes and MODS 


1 Class 1 
Rapidfire 


When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons. While rapid fire will not usually make 
a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns such as reducing 
recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 
This rapid fire is optimized to be as fast as possible but at the same 
1 Quick Rapidfire time ensure that every single shot will be correctly registered by 
the game. 


The new and exclusive Advanced Rapidfire MOD features an 
ADVANCED Rapidfire unprecedented control of the Paranal: and physics inherent 
to the weapons models, such: Rapidfire frequency, period and 
duty; First to second shot delay; Bustfire and Vertical recoil 
compensation. 


Adjustable 


Firing dual wield weapons means that the player must awkwardly 

: pull both the left and right triggers. This can make aiming more 

3 Easy Dual Wield difficult. When the Easy Dual Wield MOD is turned on, pulling the 
right trigger alone will fire both weapons using Quick Rapidfire. 


The full configuration of the Advanced Rapidfire MOD is only possible using Gtuner's Gamepack 
Configuration Interface. 


RAPIDFIRE ADVANCED: Duty Hold Time (ms) 


10 40 


RAPIDFIRE ADVANCED: Duty Release Time (ms) 


10 30 


RAPIDFIRE ADVANCED: First to Second Shot Delay (ms) 


263 


RAPIDFIRE ADVANCED: Number of Shots (Burst Fire) 
11 


RAPIDFIRE ADVANCED: Vertical Recoil Compensation 


-100 38 


2 3| [¥] Include configuration when programming device 





Topics related with Gtuner's Gamepack Configuration Interface: 


e Programmer Panel 
¢ Gamepack Configuration 








v 
Class 2 
2 “O- Rapidfire Mode 


Rapidfire Mode determines an assist action to be used together with the activated Rapidfire and/or Alternate 
Rapidfire. 


MOD Name Description 
The ADS (scope) enables Rapidfire and disables the Alternate 
1 ADS Enable Rapidiire 
3 > ADSDisable  _—_—The ADS (scope) disables Rapidfire and enables the Alternate 
Rapidfire. 
i ee 
3. Press Sensitivity The Alternate Rapidfire is activate when the fire trigger is not fully 


pressed. 


3 Class 3 
a Alternate Rapidfire 


When the Alternate Rapidfire is enabled, it will be activated based on the Rapidfire Mode configuration. For example 
if your regular Rapidfire is only active when scoping then the Alternate Rapidfire will be activated when you are not 
using the ADS. This behavior can be very handy to set a precise rate of fire while aiming and a more aggressive 
rate of fire while hipfiring. 


MOD Name Description 
This rapid fire is optimized to be as fast as possible but at the same 
1 Quick Rapidfire time ensure that every single shot will be correctly registered by 
the game. 


The new and exclusive Advanced Rapidfire MOD features an 
unprecedented control of the parameters and physics inherent 
to the weapons models, such: Rapidfire frequency, period and 
duty; First to second shot delay; Bustfire and Vertical recoil 
compensation. 


Firing dual wield weapons means that the player must awkwardly 
pull both the left and right triggers. This can make aiming more 
difficult. When the Easy Dual Wield MOD is turned on, pulling the 
right trigger alone will fire both weapons using Quick Rapidfire. 


2 ADVANCED Rapidfire 
Adjustable 


4 Na Class 4 
A Jump Bow Charge 


This mod will charge your bow and jump for you just before release hell on your target. 


5 Class 5 
Shot Modes 


Assign an action to be performed automatically when you press the fire button. 


MOD Name Description 
When you pull the fire button, your character will crouch and begin 
4 Crouch Shot firing. This is useful for players that like to maintain stealth and 
ADS Disable reduce their target profile. This also assists in increasing accuracy 
in combat. This action is not performed if the ADS (scope) is in use. 
2 Crouch Shot This performs the same action as Crouch Shot but is only activated 


Press Sensitivity when you FULLY press the fire button. 


When you press the fire button your character will immediately 
jump and begin firing. This action is not performed if the ADS 
(scope) is in use. 


S Jump Shot 
ADS Disable 


47 Jump Shot —__sPerrforms the same action as jump shot but is only activated when 
Press Sensitivity you FULLY press the fire button. 

When you pull the fire button, your character will automatically use 

5 Scope Shot the ADS. This is useful for single shot weapons, decreasing the 

ADS Disable spread effect and increasing accuracy in combat. This action is not 


performed if the ADS (scope) is in use. 


6 0 Class 6 
Perfect Cooldown 


Hold down the fire button and don't worry about overheating, this MOD will maintain the perfect cooldown and press 
the reload button at the perfect time to get you back in the action faster. 


HOLD L2 + R2 and press the corresponding button to change timing for the weapon of choice: 


DH-17 -- DLT-1 -- E-11 -- EE-3 -- RT-97 == DPAD LEFT 
T-21 --- T21-B == DPAD DOWN 

DL-44 == DPAD RIGHT 

A280 == DPAD UP 

SE-14C ==L1 

CA-87 == R1 


MOD Name eeucecsbsewesesensesetseessccseedsbsctescessecceuussessousicteneussatesnascanessbecebeeeseeie 
0 _sCDisabled 
1 ‘Enabled 


T Class 7 

Easy Sprint 
If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what 
you have been looking for. 


MOD Name Description 


forward. 


Your character will sprint if the thumbstick is FULL pressed forward. 
2 +~Press Sensitivity The character will walk regular speed if the thumbstick is only 
slightly pressed forward. 


rs} Class 8 
7 Quick Scope 


The perfect mod for those sniper lovers out there, This mod will automatically shoot your sniper when you press 
ADS in one of the following ways. 


9 Class 9 
SY Button Swap 
Swap controller buttons to use your favorite layout. 


MOD Name Description 
0 _sDisabled 
4 op Swap the bumper and triggers to convert your controller to Xbox/ 


1 Bumpers <> Triggers PS4 to PS3 style or vice versa. 


2 Analogs Swap the analog thumbsticks. For left handed gamers. 
Pe nee STE] P=s PPT Seale Mao na oie iicildlaiacaiaiaaaa aaa 
3 AND Analogs Combines both swaps above. 
4 LB+RB -> DPAD DOWN 
> 200ms 


10 . Class 10 
Button Layout 


With the Button Layout you can make any of the MODS on the Titan One work with your favorite button layout. 


MOD Name 

“O a a deel recs a sepven iced dume id acsearle capt acehescaa eo acainiasasestonadaad seen 
hal j a ae Rate Rehearsal ee EES 
we "ar = aaaaaama celia aaa aaa aaa asnaaaaaiaaaaan eect ene ean ia 


1 1 tite Class 11 
; Aim Sensitivity (Scoping) 


With accelerometer aim assist, you can use the DS4 (or PS3) controller to aim while scoping. This means you can 
move the controller to adjust the target position when scoped in. This MOD will not affect aiming with the right stick. 
It will only add an additional option to aim with. Each of the modes will add sensitivity with mode 1 being the least 
sensitive and mode 5 being the most sensitive. 


MOD Name 


: Mod Disabled 

: Quick Rapidfire 

: Advanced Rapidfire 
: Easy Dual Wield 


: JUMP BOW CHARGE 


: Mod Disabled 
: Enabled 


: EASY SPRINT 


: Mod Disabled 

: Fully Auto 

: Press Sensitivity 
: Double Tap 


: BUTTON LAYOUT 


: Default 

: Alternate 

: Lefty 

: Lefty Alternate 


: Mod Disabled 

: ADS Enable 

: ADS Disable 

: Press Sensitivity 


Ha) (0 i (0) Bh 


: Mod Disabled 

: Crouch Shot: ADS Disable 

: Crouch Shot: Press Sensitivity 
: Jump Shot: ADS Disable 

: Jump Shot: Press Sensitivity 

: Scope Shot: ADS Disable 


: TURBO MELEE 


: Mod Disabled 
01: Enabled 


11: AIM SENSITIVITY 


00: Mod Disabled 
Enabled [-100% to +100%] 





03: ALTERNATE RAPIDFIRE 


: Mod Disabled 

: Quick Rapidfire 

: Advanced Rapidfire 
: Easy Dual Wield 


: PERFECT COOLDOWN 


: Mod Disabled 
: Enabled 


: BUTTOM SWAP 


: Mod Disabled 

: Bumpers <-> Triggers 
: Analogs 

: Enable swaps 1 and 2 
: CoD Style Swap 


The Last of US 


GAMEPACK 





The Last of Us Gamepack for Titan One. Gamepack improved by perfecthuntr. 
Instructions for The Last of Us Gamepack 
Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 


Compatible Systems: Playstation 4, Playstation 3 


Uy Titan One Exclusive Feature: The Last of Us Gamepack 














Gamepack Operation 

Quick Enable/Disable MODS: 

=) + @ er 
( + @ “Bx 





Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 
Player LED 4: MODS are enabled (Purple on DS4). 





Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ sx80X 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
. 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


a 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 
: Goes UP Goes DOWN 


To navigate between MODS within current Class: 


2 Goes UP : Goes DOWN 


Adjustable MODS (Rapid Fire and Quick Scope): 


Ci} Increases = Decreases Test current 


Rate of Fire Rate of Fire Rate of Fire 
or Timing or Timing or Timing 


Gamepack Classes and MODS 





When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons in The Last of US multiplayer game. 
While rapid fire will not usually make a fully automatic gun shoot any faster, it can have positive side effects on fully 
automatic guns such as reducing recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 
the game. 


With symmetric adjustable rapid fire you can always get the 
2 Symmetric Rapid Fire optimum firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 

fire speed in this mode. 


The asymmetric rapid fire you can precisely set the amount of time 
the fire button should be held down and how long it should be 
3 Asymmetric Rapid Fire released. For example you can set the asymmetric rapidfire to fire 
Adjustable for 120ms and wait 90ms for the next firing loop. See the menu 
system instructions above for more information on how to adjust 

your rapid fire speed in this mode. 


2 UV, Class 2 
Rapidfire Activation 


Here you can set the rapidfire to be activated when the trigger button is fully pressed. This behavior is desired as 
the game requires hold down the fire button for some actions, like heal your character. 


MOD Name 


1 Rapidfire is only activated when the fire button is fully pressed (100%) 


Z Class 3 
Auto Aim 


~ ote 
i iis 
SE a 


Aim the weapon is required to be able to shoot in The Last of Us. This MOD automates this task by activating the 
aim button as soon the fire button is pressed. 





MOD Name Description 
Disabled 
1. Fully Auto-Aim Auto-aim is activated when the fire button is pressed 


Class 4 
Accelerometer Aim Assist 





With accelerometer aim assist, you can use the DS4/DS3 sensors to aim while scoping. This means you can move 
the controller to adjust the target position when scoped in. This MOD will not affect aiming with the right stick. It 
will only add an additional option to aim with. Each of the modes will add sensitivity with mode 1 being the least 
sensitive and mode 5 being the most sensitive. 


MOD Name 


5 Class 5 
Anti-Recoil 


This MOD compensate for vertical recoil while firing a weapon by automatic moving the control stick in the opposite 
direction your gun is moving while firing. The adjustable parameter sets how much the compensation should be. 
See the menu system instructions above for more information on how to adjust the compensation in this mode. 


MOD Name Description 


The anti-recoil is activated while firing. See the menu system 
1 Anti-Recoil instructions above for more information on how to adjust the anti- 
recoil strength. 


; 5 Class 6 
Pim Auto Spot 


Automatically spot your opponents. With Auto Spot active your character will mark where your opponents are 
located simply by aming in their general direction. A ridiculous advantage in team matches. 





MOD Name Description 
0 Disabled Auto Spot disabled. 
1 Enabled Auto Spot is activated when aim button is being pressed. 





This class modifies the sprinting behavior in The Last of Us, as following: 


MOD Name Description 


Sprint by just one tap on the sprint button, doesn't need hold down 
the button. 


8 Class 8 
Turbo Melee 


Once you have activated Turbo Melee, all you need to do to perform a melee attack is press your melee attack 
button. 


MOD Name Description 





Ml i 


Turbo pick-up do what the name implies. It automatically press the pick-up button (TRIANGLE) to grab all items as 
fast as possible. Double tap and hold to heal friends. 


MOD Name Description 


Disabled 


4 Enabled = =——_—_Note: double tap and hold to heal friends. 





j Class 10 


This unique feature allows you to setup special remapping to best adjust the controller to your personal taste. 


MOD Name 


1 1 wiuy) Sica Layout 


With the Button Layouts you can make any of the above MODS work with your favorite in-game button layout. 


MOD Name 


0 _—scODefault 


: Disabled 
: Optimized Rapid Fire 
: Symmetric Rapid Fire 


: Asymmetric Rapid Fire 
: Quick-Swap + Rapid Fire 


Symmetric and Asymmetric are 
adjustable. 


04: ACC AIM ASSIST 


: Disabled 

: Sensitivity 1 
: Sensitivity 2 
: Sensitivity 3 
: Sensitivity 4 
: Sensitivity 5 


: SPRINT MODIFIERS 


: Disabled 

: Toggle 

: Auto Stealth 

: Toggle + Auto Stealth 


10: BUTTON SWAP 


00: Default 

01: Swap sprint/gesture, listen/flash 
spot 

02: Remap gesture to secondary 
weapon 

03: Remap spot to pick-up/shiv 
(keep spot function) 


02: RAPIDFIRE ACTIVATION 


00: Always Enabled 
01: Only when firing at 100% 


05: ANTI-RECOIL 


00: Disabled 
01: Enabled 


Adjustable 


08: TURBO MELEE 


00: Disabled 
01: Enabled 


11: BUTTON LAYOUT 


00: Default 
01: Bumper/Triggers Swap 
02: PS4 Swap: Aim/Fire on L1/R1 


03: AUTO AIM 


00: Disabled 
01: Fully Auto-Aim 
02: Press Auto-Aim 


06: AUTO SPOT 


00: Disabled 
01: Enabled (when aiming) 


09: TURBO PICK-UP 
00: Disabled 
01: Enabled 


Double tap and hold to heal friends 


12: AUTO RELOAD 


00: Disabled 
01: Enabled 





04: Both remaps 


Tiger Woods PGA Tour 


j GAMEPACK:; 


* m 


TEE OFF. WITH MOD SETS FOR 


TIGER|\ WOODs)|PGA\TOUR 





The Tiger Woods PGA Tour Gamepack for Titan One ensures every swing has a full spin and the MOD Perfect 
Swing disables the X-axis entirely, giving to you a perfectly straight shot every time. 


Instructions for Tiger Woods PGA Tour Gamepack 

Compatible Titan One firmware: 1.31+ 

Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 
Compatible Systems: Playstation 3, XBox 360 








Gamepack Operation 


The Tiger Woods PGA Tour Gamepack has two distinct MODS: Perfect Swing and Full Spin. 


Perfect Swing 
J Perfect swing disables the X axis on the left or right analog stick making your swing 





~“ PERFECT every time, regardless of your form 
wn i + © 
Achieves full spin To activate Full Spin 
when the ball is in the .B afe © when the ball is in the air 
air 
Player LED feedback: 
 : 2 is . 
a Player LED 1: No MODS is being applied, controller in regular mode. 
eeees 
> r Player LED 4: Perfect Swing and Full Spin MODS activated. 


Gamepack Configuration 


To enter in menu mode: 


SELECT START 
G0 Be = PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
GSD GH SC#NXB00X 360: Hold BACK+START for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT (or BACK) button pressed while in Menu mode. To exit the menu mode, release the 
SELECT (or BACK) button. 


= a4 2 : ; 
—— @ Player LED 4 will blink the number of current Class. 
sees 
3 


Player LED 3 will blink the number of active MOD for current Class. 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


Ve) all LEDs be off or have inconsistent blinking. The solution is try another Bluetooth dongle or use the USB cable to 


Dualshock 3 Users: Some Bluetooth dongle are not compatible with Titan One Gamepack LED blinking, causing 
r 
configure the Gamepack. 


To navigate between Classes: 


: Goes UP 2 Goes DOWN 


To navigate between MODS within current Class: 


Goes UP Goes DOWN 


20 
©O 


Gamepack Classes and MODS 


1 Class 1 
“~~ Swing Thumb stick 
Configure which analog thumb stick is being used for swings. 


MOD Name Description 


TitanFall 


TITANFALL 


“a ner rRrCH 





The TitanFall Gamepack for Titan One has 38 distinct MODS grouped into 11 classes. 
Instructions for TitanFall Gamepack 
Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 


Compatible Systems: XBox One 


«Ts Titan One Exclusive Feature: TitanFall Gamepack 














Gamepack Operation 


Quick Enable/Disable MODS: 


ae + @ sr 
@ + QQ “™ 


-4 





VIEW 


| me Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 


= @) Player LED 4: MODS are enabled (Purple on DS4). 


Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ sx80X 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
. 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 
: Goes UP Goes DOWN 


To navigate between MODS within current Class: 


2 Goes UP : Goes DOWN 


Adjustable MODS (Rapid Fire and Quick Scope): 


Cit} Increases os Decreases Test current 


Rate of Fire Rate of Fire Rate of Fire 
or Timing or Timing or Timing 


Gamepack Classes and MODS 


Class 1 


Rapid Fire 





When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons. While rapid fire will not usually make 
a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns such as reducing 
recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 
the game. 


ne ae ee 


2 Rapid Fire firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse rapid fire can reach a faster rate of fire with burst type 
Adjustable weapons. 


2 


Burst firing is designed to turn semi automatic and automatic weapons into burst firing weapons. When this feature 
is enabled, your weapon will fire in bursts and can be set to 1, 2, 3, 4, 5, or 6 round bursts. Burst firing can help 
reduce recoil and conserve ammunition. Combining burst fire with adjustable rapid fire will give you automatic burst 
fire. This will allow you to select how many rounds are fired per burst and the amount of time between bursts for 
a truly customizable experience. 


Class 2 
Burst Fire 





MOD Name 
1 1 Round per Burst 


Fire mode determines an assist action to be used together with rapid fire and/or burst fire. These are normally 
applied to the triggers. 


MOD Name Description 
1 Scope Disable The scope (ADS) disables rapid fire and burst fire. 
Scope Enable The scope (ADS) enables rapid fire and bust fire. 


Rapid fire and burst fire will only be activated by fully pressing the 
fire button. 


Assign an action to be performed automatically when you press the fire button. 


MOD Name Description 


When you pull the fire button, your character will drop to crouch 
position and begin firing. This is useful for players that like to 
maintain stealth and reduce their target profile. This also assists in 
increasing accuracy in combat. This action is not performed if the 
scope (ADS) is in use. 


2 Crouch Shot —_—__‘ This performs the same action as crouch shot but is only activated 
Press Sensitivity when you FULLY press the fire button. 


When you press the fire button your character will immediately 
jump and begin firing. This action is not performed if the scope 
(ADS) is in use. 


i Jump Shot —_ Performs the same action as jump shot but is only activated when 
Press Sensitivity you FULLY press the fire button. 


‘ When you press the fire button, your character will begin to make 

Side Shot ; eps 
5 S ae side movements and begin firing, confusing the enemy in the 
ia aa process. This action is not performed if the scope (ADS) is in use. 


4 Crouch Shot 
Scope Disable 


3 Jump Shot 
Scope Disable 


Press Sensitivity you FULLY press the fire button. 
When you pull the fire button, your character will automatically 
7 Scope Shot use the scope (ADS). This is useful for single shot weapons, 
Scope Disable decreasing the spread effect and increasing accuracy in combat. 


This action is not performed if the scope (ADS) is in use. 


Class 5 
Scope Mode 





Scope modes are MODS that are associated with using the scope (ADS). 


MOD Name Description 


The idea behind quick scope is to use a sniper rifle, scope IN and 
fire the shot as the gun scopes in. To fire a quick scope shot, 
4 Quick Scope quickly TAP your scope button. The MOD will automatically 
Timing Adjustable scope in, take a shot, and scope out. Check the menu system 
instructions above for more information on how to adjust the timing 

in this mode. 


Class 6 
Hold Breath 





This mode is specially designed for sniper rifles. It automatically holds the sniper's breath when scoping in. Upon 
activation. the MOD will hold the sniper's breath when scoping. The player no longer has to push the left thumbstick 
to hold breath. NOTE: Hold Breath MOD CAN be used with Easy Sprint and/or Quick Scope simultaneously. 


MOD Name Description 


Hold breath is only active if the scope (ADS) button is FULLY 
pressed. 


2 +~Press Sensitivity 


7 Class 7 
Auto Double Jump 


Automatically performs the highest double jump just by holding jump button. 


MOD Name eee 
0 __siCDisabled 
1 ‘Enabled 


If you are tired of constantly pressing the left thumbstick to make your character sprint, Easy Sprint is just what you 
have been looking for. NOTE: Easy Sprint MOD CAN be used with Sniper Breath and Quick Scope simultaneously. 


MOD Name Description 
_ 1 —_ Fully Auto. —=—S«wY UF Character will sprint at the same time you begin to move him 
forward. 
i a a 
2 ‘~Press Sensitivity The character will walk regular speed if the thumbstick is only 


slightly pressed forward. 


9 Class 11 
Button Swap 
This unique feature allows you to setup special remapping to best adjust the controller to your personal taste. 


MOD Name Description 


Swap the bumper and triggers to convert your controller to Xbox 
360 to PS3 style or vice versa. 


3 Bumpers <> Triggers 
AND Analogs 


1 0 Class 10 
Button Layout 


Most users play Titanfall using the default button layout but a lot of players do use optional button layout. With the 
Button Layouts you can make any of the MODS on the Titan One work with your favorite button layout. 


MOD Name 





With accelerometer aim assist, you can use the DS4 (or PS3) controller to aim while scoping. This means you can 
move the controller to adjust the target position when scoped in. This MOD will not affect aiming with the right stick. 
It will only add an additional option to aim with. Each of the modes will add sensitivity with mode 1 being the least 
sensitive and mode 5 being the most sensitive. 


MOD Name 





Combining MOD Classes 


The Titanfall Gamepack allows you choose and combine one MOD from each Class, being possible to have a total 
of 11 active MODS at the SAME TIME. This means you can make combinations such Burst Fire added to Rapid 
Fire, resulting in an exclusive "Automatic Burst Fire" MOD. The Automatic Burst Fire can be optimized by adjusting 
the number of bullets fired per burst as well as the time between bursts. For additional optimization, you can add the 
"Scope Enable" MOD, which will make the Automatic Burst Fire be activated only when the ADS scope is in use. 


Quick Reference: Classes and MODS 


01: RAPID FIRE 02: BURST FIRE 03: FIRE MODE 


01: Optimized Rapid Fire : 1 Bullets per Burst 01: Scope Disable 
02: Adjustable Rapid Fire : 2 Bullets per Burst 02: Scope Enable 
03: Adjustable Pulse Rapid Fire : 3 Bullets per Burst 03: Press Sensitivity 


: 4 Bullets per Burst 
: 5 Bullets per Burst 
: 6 Bullets per Burst 


0 HS) 0 a (0) P) = 05: SCOPE MODE 06: HOLD BREATH 


01: Crouch Shot: Scope Disable 01: Quick Scope (Adjustable) 01: Fully Auto 
02: Crouch Shot: Press Sensitivity 02: Press Sensitivity 





: Jump Shot: Scope Disable 

: Jump Shot: Press Sensitivity 
: Side Shot: Scope Disable 

: Side Shot: Press Sensitivity 
: Scope Shot: Scope Disable 


: AUTO DOUBLE JUMP 


: Disabled 
: Enabled 


: BUTTON LAYOUT 


: Default 

: Bumper Jumper 

: Bumper Jumper Pilot 
: Evolved 

: Button Kicker 

: Fruit Loop 





Quick Scope Activation: Quick TAP on 
scope button. 


08: EASY SPRINT 09: BUTTON SWAP 


: Fully Auto 01: Bumpers <> Triggers 
: Press Sensitivity 02: Analogs 
03: Bumpers <> Triggers + Analogs 


: ACCEL AIM ASSIST 


: Sensitivity 1 
: Sensitivity 2 
: Sensitivity 3 
: Sensitivity 4 
: Sensitivity 5 


Turbo Max 


GRREPRER 


rs 


TURBO CONTROLLER FOR ANY GAME 





Add Turbo feature to your regular controller with the Turbo Max Gamepack for Titan One. You can set buttons 
on Turbo mode to FAST, MEDIUM or SLOW speeds. Ideal for shoot-em-ups and other button mashing games. 


Instructions for Turbo Max Gamepack 

Compatible Titan One firmware: 1.31+ 

Compatible Controllers: All Supported Controller 
Compatible Systems: All Supported System 














Gamepack Operation 
Quick Enable/Disable TURBO MOD: 
SELECT 
an +t @ =5 
@ + @ 01 


Player LED 4: TURBO MOD is enabled, check configuration section below to activate/ 


 _ @) Player LED 1: Controller in regular mode, all TURBO MOD are disabled. 
3 * deactivate turbo mode on individual buttons. 


Gamepack Configuration 
To enter in configuration mode: 


SELECT START 
ode Pee PS3: Hold SELECT+START for 2 seconds to enter in configuration mode. 


€sp ode qEa XBOX 360: Hold BACK+START for 2 seconds to enter in configuration mode. 


Important: Always keep the SELECT (or BACK) button pressed while in configuration mode. To exit the configuration mode, 
release the SELECT (or BACK) button. 


Assign turbo feature to a button: 


Make sure your are in configuration mode. Press any button to configure turbo feature for that specific button, the 
LED 4 will blink once to indicate a button has been recognized. Press the same button again to circle between 
the turbo modes available, the LED 3 will blink the current mode assigned to that button: 


1 blink = Slow speed turbo mode 

2 blinks = Medium speed turbo mode 
3 blinks = Fast speed turbo mode 

0 blink = Turbo mode disabled 


| « 
ae | 
. 
) 
w -_ 
Q) 
eee @ 





Dualshock 3 Users: Some Bluetooth dongle are not compatible with Titan One Gamepack LED blinking, causing 
Tip all LEDs be off or have inconsistent blinking. The solution is try another Bluetooth dongle or use the USB cable to 
configure the Gamepack. 


WarFrame 


~ WARFRAME 


~~. GAmMeE! 





The WarFrame Gamepack for Titan One. 


Instructions for WarFrame Gamepack 








Compatible Titan One firmware: 2.00+ 
Compatible Controllers: Dualshock 4, Dualshock 3, XBox One, XBox 360, Wii U Pro 
Compatible Systems: Playstation 4, XBox One 


«Ts Titan One Exclusive Feature: WarFrame Gamepack 











Gamepack Operation 


Quick Enable/Disable MODS: 


a + @ Hs 
@ + QQ “™ 


VIEW 





Player LED 1: Controller in regular mode, all MODS are disabled (Blue on DS4). 
Player LED 4: MODS are enabled (Purple on DS4). 





Gamepack Configuration 


To enter in menu mode: 


PS3: Hold SELECT+START for 2 seconds to enter in menu mode. 
PS4: Hold SHARE+OPTIONS for 2 seconds to enter in menu mode. 

ode @ sx80X 360: Hold BACK+START for 2 seconds to enter in menu mode. 
VIEW MENU 


XBOX ONE: Hold VIEW+MENU for 2 seconds to enter in menu mode. 


Important: Always keep the SELECT/SHARE/BACK/VIEW button pressed while in Menu mode. To exit the menu mode, release 
the SELECT/SHARE/BACK/VIEW button. 






Player LED 4 will blink the number of current Class (DS4 will flash purple). 
. 2 
@ Player LED 3 will blink the number of active MOD for current Class (DS4 will flash green). 


3 4 


If the Player LED 3 is not blinking means no MOD is selected for the current Class, see below how to navigate between Classes 
and MODS. 


To navigate between Classes: 
: Goes UP Goes DOWN 


To navigate between MODS within current Class: 


2 Goes UP : Goes DOWN 


Adjustable MODS (Rapid Fire and Quick Scope): 


Ci} Increases = Decreases Test current 


Rate of Fire Rate of Fire Rate of Fire 
or Timing or Timing or Timing 


Gamepack Classes and MODS 


| Class 1 


“¥/ Rapid Fire 





When rapid fire is enabled, you can turn virtually any semi automatic weapon into a fully automatic weapon. This 
creates a very unique advantage for players using semi automatic weapons. While rapid fire will not usually make 
a fully automatic gun shoot any faster, it can have positive side effects on fully automatic guns such as reducing 
recoil, helping players conserve ammunition and achieve more headshots. 


MOD Name Description 


This rapid fire is optimized to be as fast as possible but at the same 
1 Optimized Rapid Fire time ensure that every single shot will be correctly registered by 
the game. 


With adjustable rapid fire you can always get the optimum 


2 Rapid Fire firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse rapid fire can reach a faster rate of fire with burst type 
Adjustable weapons. 


2 Class 2 
Fire Mode 


Fire mode determines an assist action to be used together with rapid fire. These are normally applied to the triggers. 


MOD Name Description 
1 Scope Disable The scope (ADS) disables rapid fire. 
2 The scope (ADS) enables rapid fire. 
3 Rapid fire will only be activated by fully pressing the fire button. 
4 Combination of Press Sensitivity with Scope Disable. 





5 Press Sensitivity AND 
Scope Enable 


Class 3 
Secondary Rapid Fire 





If secondary rapid fire is enabled it will take place when the regular rapid fire is not actuating. For example if your 
regular rapid fire is only active when scoping then the secondary rapid fire will be activated when you are not using 
scope. This behavior can be very handy to set a precise rate of fire while aiming and a more aggressive rate of 
fire while hipfiring. 


MOD Name Description 


This secondary rapid fire is optimized to be as fast as possible but 
1 Optimized Rapid Fire at the same time ensure that every single shot will be correctly 
registered by the game. 


With adjustable secondary rapid fire you can always get the 


2 Rapid Fire optimum firepower for your favorite weapon. See the menu system 
Adjustable instructions above for more information on how to adjust your rapid 
fire speed in this mode. 
3 Pulse Rapid Fire Pulse secondary rapid fire can reach a faster rate of fire with burst 
Adjustable type weapons. 


Class 4 
Anti-Recoil 





This MOD compensate for vertical recoil while firing a weapon by automatic moving the control stick in the opposite 
direction of the one your gun is moving while firing. The adjustable parameter sets how much the compensation 
should be. See the menu system instructions above for more information on how to adjust the compensation in 


this mode. 


MOD Name 


Scope Enable 


Description 


Anti-Recoil is activated while firing and aiming. 


<7) <7 eek aan anna mara penis natant 


2 Anti-Recoil 
3 


Scope Disable 


5 Inverted-Y Anti-Recoil 
Scope Enable 


6 Inverted-Y Anti-Recoil 
Scope Disable 





Anti-Recoil is activated while firing and NOT aiming. 


Anti-Recoil with inverted Y-Axis is activated while firing and NOT 
aiming. 


Select the Fire Button chosen in the game. 


MOD Name 


0 — (on en 
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Class 6 





Select the Scope (Aiming) Button chosen in the game. 


MOD Name 


18 CIRCLE/B 
19 CROSS/A 
20 SQUARE/X 


A Class 7 
-@| Accelerometer Aim Assist 





With accelerometer aim assist, you can use the DS4 (or DS3) controller to aim while scoping. This means you can 
move the controller to adjust the target position when scoped in. This MOD will not affect aiming with the right stick. 
It will only add an additional option to aim with. Each of the modes will add sensitivity with mode 1 being the least 
sensitive and mode 5 being the most sensitive. 


MOD Name 





Sometimes is need press the 'Melee' button repetitively. This MOD automate this task by assign a turbo mode to 
the 'Melee' button. 


MOD Name Description 


Q _iCDisabled Turbo melee disabled. 


1 ‘Enable Turbo melee enabled. 


Class 9 
Melee Button 





Select the Melee Button chosen in the game. 


MOD Name 


11 Lx 
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Combining MOD Classes 
The WarFrame Gamepack allows you choose and combine one MOD from each Class, being possible to have 


a total of 9 active MODS at the SAME TIME. This means you can make combinations such as Rapid Fire and 
Anti-Recoil. 


Quick Reference: Classes and MODS 


01: RAPID FIRE 02: FIRE MODE 03: SECONDARY RAPID FIRE 


: Mod Disabled : Mod Disabled : Mod Disabled 

: Optimized Rapid Fire : Scope Disable : Optimized Rapid Fire 

: Adjustable Rapid Fire : Scope Enable : Adjustable Rapid Fire 

: Adjustable Pulse Rapid Fire : Press Sensitivity : Adjustable Pulse Rapid Fire 


: Press Sens. AND Scope Disable 
: Press Sens. AND Scope Enable 





: ANTI-RECOIL : FIRE BUTTON : SCOPE BUTTON 
: Mod Disabled 00: Default (R2/RT) : Default (L2/LT) 
: Anti-Recoil 01: SHARE/VIEW/SELECT/BACK : SHARE/VIEW/SELECT/BACK 
: Anti-Recoil - Scope Enable 02: OPTIONS/MENU/START : OPTIONS/MENU/START 
: Anti-Recoil - Scope Disable 03: R1/RB : R1/RB 
: InvY Anti-Recoil 04: R2/RT : R2/RT 
: InvY Anti-Recoil-Scope Enable 05: R3/RS : R3/RS 
: InvY Anti-Recoil-Scope Disable |{06: Li/LB : L1/LB 
07: L2/LT : L2/LT 
Adjustable 08: L3/LS : L3/LS 
09: RX : RX 
10: RY : RY 
11: LX : LX 
12: LY : LY 
13: UP : UP 
14: DOWN : DOWN 


15: LEFT : LEFT 


16: RIGHT 16: RIGHT 


17: TRIANGLE/Y 17: TRIANGLE/Y 
18: CIRCLE/B 18: CIRCLE/B 
19: CROSS/A 19: CROSS/A 
20: SQUARE/X 20: SQUARE/X 


07: ACCEL AIM ASSIST 08: TURBO MELEE : MELEE BUTTON 


: Mod Disabled 00: Mod Disabled : Default (L2/LT) 
: Sensitivity 1 01: Enabled : SHARE/VIEW/SELECT/BACK 
: Sensitivity 2 : OPTIONS/MENU/START 
: Sensitivity 3 : R1/RB 
: Sensitivity 4 : R2/RT 
: Sensitivity 5 : R3/RS 

: L1/LB 

: L2/LT 

: L3/LS 

: RX 

: RY 

: LX 

: LY 

: UP 

: DOWN 

: LEFT 

: RIGHT 

: TRIANGLE/Y 

: CIRCLE/B 

: CROSS/A 

: SQUARE/X 





GPC Language Reference 


GPC is the scripting language for Titan One device. Much of its syntax was borrowed from C language, including 
basic keywords and structure, with the addition of some unique GPC-specific features. The goal of the language is 
to be an easy and fast way of programming the Titan One device. This document consists primarily of the language 
reference, but also contains explanations and examples of GPC's major functions and features. 


The Titan One device is based on a bytecode-compiled system, as such every GPC source code must be 
translated to an intermediate representation, known as bytecode, before it can be executed. The bytecode is a 
form of instruction set designed for efficient execution by a software interpreter, also known as Virtual Machine. A 
virtual machine (VM) is a software based, fictive computer. The GPC Virtual Machine is based on specifications of 
a hypothetical computer, which architecture and functions was highly optimized for the specific tasks it executes. 






Building Gtuner 


GPC Bytecode 








Device 





Execution 


GPC Development and Execution Process 


The GPC VM is a stack machine. In real machines stack CPUs were used for early computers and may still 
being used in simple devices today. Due to the GPC VM be running on a 16MHz CPU, the VM was highly optimized 
for performance in order to reaches the necessary speed to process all the data exchanged between the controller 
and the console. The GPC VM is fast enough to send data to the console without delays, on the Gtuner Monitor you 
can check the CPU load, any value below 80% is good and means the processor is able to perform all its tasks on 
time. In favor of performance the error checks are limited to only what is absolutely necessary, so it is very important 
for the programmer have knowledge about the fundamentals and limitations of the GPC developing process. 


Main Characteristics 
Real CPU: Atmel Microcontroller @ 16MHz 
Real Memory: 8184 bytes 
Real Flash: 130944 bytes 
VM Type: Stack Machine 
VM Max Bytecode: 4096 bytes 


VM Stack Memory: 128 words (256 bytes) 


Data Representation 


The Titan One device is capable to understand many formats of protocols found in game controllers. Devices that can 
as game controllers include (but not limited to) gamepads, joysticks, keyboards, mice. Inside Titan One's main core lies 
converter, which accepts messages of any compatible protocol, interprets and delivers them in one of any supported pro 
The messages conversion can occur in both directions: from game controller to console, as well as from console to gan 


The task of working directly with the raw data of game controller protocol is far from be easy and intuitive, as each r 
implements it's own communication protocol. To make this raw data more understandable and easy to deal, the G 
concept of data normalization, thus allowing underlying characteristics of different data sets to be compared, by bringi 
common scale. After normalization all values are represented by its percentage form, meaning the state of a button c 
0%, when it is not being pressed, up to 100% when it is fully pressed. Some entries, such of analog stick, can range fr 
100%, where 0% is the resting position. The normalization aims to make the values more intuitive and easy to read, ar 
the conversion of data between different protocols. 


Denormalization 





GPC Data Normalization Process 


1. Normalized Data Structure 


Each normalized entry (e.g.: buttons, analog thumb sticks, sensors) of a game controller has its own data structur 
its state information, such as current value, previous value and activation elapsed time. Take as an example the Rz 
Dualshock 4 controller, the reference to this button in GPC language is given by the predefined constant PS4_R2. ~ 
has the following data structure: 


PS4_ R2 (normalized data index 4) 


- nValue (signed 8 bits integer) 
current value, on rest = 0, max = 100 


- lValue (signed 8 bits integer) 
previous value, the range is same of nValue 


- pTime (unsigned 32 bits integer) 
monitors the activation elapsed time. On the R2 example, it represents the amount of time the button is b 
was being, pressed. The value is expressed in milliseconds and, due to system's architecture limitations, the m 
registered time is 4000 ms. 


Internally the normalized data structure is defined as: 


struct { 
ints t nValue; 
ints t lValue; 
uint32 t pTime; 
} nData[36]; 





The normalized data structure can be accessed through a special set of GPC functions, such as: get_ val, set_val 
get _ptime and so on. Beyond of basic operations for reading and writing, also are provided more complex functions 
event detection. You can find more detailed information about this set of functions in the "I/O Functions" topic. 


2. Indexing the Normalized Data Structure 


All GPC functions that handles with the normalized data structure receives as argument the index of which entry will | 
of operation. For this there is a set to predefined constants, where each one refers to a particular entry. The following 
available index constants and the value range of each one can take. 



















PS4_PS 
PS4_SHARE 
PS4_OPTIONS 
PS4_R1 
PS4_R2 
PS4_R3 
PS4_L1 
PS4_L2 
PS4_L3 
PS4_RX 
PS4_RY 
PS4_LX 
PS4_LY 
PS4_UP 
PS4_DOWN 
PS4_LEFT 
PS4_RIGHT 
PS4_TRIANGLE 
PS4_CIRCLE 
PS4_CROSS 
PS4_SQUARE 
PS4_ACCX 
PS4_ACCY 
PS4_ACCZ 
PS4_GYROX 
PS4_GYROY 


0 | 100}PS3_PS 


0| 100/PS3_R1 
0 ~ 100/PS3_R2 
0| 100/PS3_R3 
0| 100/PS3_L1 
0~100/PS3_L2 
0 | 100/PS3_L3 
-100 ~ 100]PS3_RX 
-100 ~ 100]PS3_RY 
-100 ~ 100]PS3_LX 
-100 ~ 100|PS3_LY 
0 | 100/PS3_UP 


0|100/PS3_LEFT 


-100 ~ 100/PS3_ACCX 
-100 ~ 100/PS3_ACCY 
-100 ~ 100]PS3_ACCZ 
-100 ~ 100|PS3_GYRO 
-100 ~ 100 
-100 ~ 100 

0 | 100 
-100 ~ 100 
-100 ~ 100 


PS4_GYROZ 
PS4_TOUCH 

PS4_TOUCHX 
PS4_ TOUCHY 


0 | 100]PS3_ SELECT 
0 | 100]PS3_START 


0 | 100)PS3_DOWN 


0 | 100/PS3_RIGHT 
0 | 100}PS3_ TRIANGLE 
0 | 100/PS3_CIRCLE 
0| 100/PS3_CROSS 

0 | 100/PS3_SQUARE 


0 | 100|XB1_XBOX 
0 | 100]XB1_VIEW 
0 | 100|XB1_MENU 
0 ~ 100]XB1_RB 
0 ~ 100]XB1_RT 
0 ~ 100]XB1_RS 
0 ~ 100]XB1_LB 


0 ~ 100|XB1_LT 


0 ~ 100)XB1_LS 
-100 ~ 100|XB1_RX 
-100 ~ 100|XB1_RY 
-100 ~ 100|XB1_LX 
-100 ~ 100|XB1_LY 

0 ~ 100)XB1_UP 

0 ~ 100|XB1_DOWN 

0 ~ 100)XB1_LEFT 

0 ~ 100|XB1_RIGHT 


0 ~ 100]XB1_Y 
0 ~ 100]XB1_B 
0 ~ 100]XB1_A 
0 ~ 100]XB1_X 

-100 ~ 100 

-100 ~ 100 

-100 ~ 100 

-100 ~ 100]XB1_P1 


0 | 100]XB360_ XBOX 

0 | 100]XB360_BACK 

0 | 100]XB360_ START 

0 | 100|XB360_RB 

0 ~ 100|XB360_RT 

0 | 100]XB360_RS 

0 | 100]XB360_LB 

0 ~ 100|XB360_LT 

0 | 100|XB360_LS 
-100 ~ 100|XB360_RX 
-100 ~ 100|XB360_RY 
-100 ~ 100|XB360_LX 
-100 ~ 100|XB360_LY 

0 | 100|XB360_UP 

0 | 100]XB360_ DOWN 

0 | 100]XB360_LEFT 

0 | 100]XB360_RIGHT 

0 | 100|XB360_Y 

0 | 100|xB360_B 

0 | 100|XB360_A 

0 | 100|XB360_X 


DEBUG FIELDS 


WII/NUNCHUNCK 


0 | 100] WIL HOME 
0 | 100]WII_MINUS 
0 | 100|wil_PLUS 


0 | 100|WIl_ONE 
0 | 100} Wil_c 
0 ~ 100]WII_Z 
0 | 100|wil_Two 
-100 ~ 100 
-100 ~ 100 
-100 ~ 100} WII_NX 
-100 ~ 100}WII_NY 
0 | 100|wil_UP 
0 | 100|WIl_DOWN 
0 | 100|WIL_LEFT 
0 | 100|WII_RIGHT 


0 | 100}WIl_B 
0|100/WII_A 


WIlL_ACCX 
WIL_ACCY 
WIl_ACCZ 


WIl_ACCNX 
WIl_ACCNY 
WIl_ACCNZ 
WII_IRX 
WIL_IRY 


0 | 100 
0 | 100 
0 | 100 


0 | 100 
0 | 100 


-100 ~ 100 
-100 ~ 100 
0 | 100 
0 | 100 
0 | 100 
0 | 100 


0 | 100 
0 | 100 


-100 ~ 100 
-100 ~ 100 
-100 ~ 100 


-100 ~ 100 
-100 ~ 100 
-100 ~ 100 
-100 ~ 100 
-100 ~ 100 


CLAS 
WIIL_HC 
WIL_MIt 
WILPL' 
WIL_RT 
WII_ZR 


WIL_LT 
WIL_ZL 


WIL_RX 
WII_RY 
WIL_LX 
WILLY 
WIL_UP 
WIL_DC 
WILLE! 
WIL RIC 
Wwil_Xx 
WIl_B 
WILA 
WILY 


TRACE_1 -128 ~ 127 





TRACE_2 -128 ~ 127 
TRACE_3 -128 ~ 127 
TRACE_4 -128 ~ 127 
TRACE_5 -128 ~ 127 
TRACE_6 -128 ~ 127 


-- Values Range -- 
(0| 100 ) means 0 or 100 
(0 ~ 100 ) means any value between 0 and 100 
(-100 ~ 100 ) means any value between -100 and 100 
Accelerometers: 25% represents 1G; 100% == 4G 


A Simple Tutorial 


In this section we would like to show the very basics of GPC in a short. First, on Gtuner, create a new empty 
file (menu File -> New -> Empty File) and type (or copy-and-paste) the following code: 


main { 
set_val(PS4 CROSS, 100); 
} 


To compile press F7 or select Compile from the Compiler menu or click on Compile icon in the toolbar. 





Tools Plugins Help 
3) Compile F7 


ee eo cc 


This script is extremely simple, all it does is "press and hold" the button CROSS. If you have the Titan One device 
connected to your computer you can see this script in action using the command ‘Build and Run' and opening the 
Device Monitor to check the state of CROSS button. The Compiler Output Panel shows the result of compilation 
process: warning and error messages, the size of bytecode and the amount of stack memory used by static variables 
and combos. Inside of parentheses you can find the percentage used of the maximum allowed. 


eet GPC: Build started ------ 
> 1: New* 

> Bytecode size: 9 bytes (0.2%) 

> Stack memory: O words (0.0%) 
Build succeeded with 0 warnings... 











Keep in mind that warning messages are also a kind of error. For example write a value out of range into a variable 
may cause unexpected behaviors and be very hard to debug. It is highly advisable find and fix all warning problems. 


The main procedure is mandatory and every GPC script must have one. This procedure is called by VM 
before every report be sent to console, you can think in this procedure as a loop which only ends when the 
script is unloaded. The command set_val writes the value 100 into PS4_ CROSS, which means press this button 
hard (100%). As the PS4_CROSS is not a variable, but a reference to a data structure, you can NOT make direct 
assignments like PS4_ CROSS = 100; 






/ console needs 
NO “ Moredata? ~~ 


<2 





YES 


Call main 
procedure 






main 


GPC Script 






Send data to 
Console 


Calling of main procedure 








Now we're going to extend the program. Edit your script according the code below and compile it to check for errors. 


main 
{ 
if ( get_val(PS3 CROSS) && get _ptime(PS3 CROSS) > 2000 ) 
{ 
set_val(PS3 CROSS, 0); 
} 
} 


Here we introduced two more GPC's exclusive functions, but first let's look on if statement. If you are familiar 
with the basic syntax used on C language this should be easy for you. The if expression is evaluated by its boolean 
value; if the expression evaluates to TRUE the code inside the brackets is executed; if it evaluates to FALSE the 
code inside the brackets will be ignored. The get_val function returns the current value of a controller entry, in 
this example is the value of CROSS button. The get_ptime function returns the elapsed time of activation, in our 
example means how long the CROSS button is being pressed. 


All right, but what this script do? This script checks if the user is pressing the button CROSS for more than 2000 
milliseconds (2 seconds), if so then it forces the release of that button (CROSS) by overwriting its value with 0. And 
again, you can see the script in action using the command ‘Build and Run’ and the Device Monitor. 


Basic Syntax 
1. Instruction Separation 
As in C, GPC requires instructions to be terminated with a semicolon at the end of each statement. However, 


the closing tag of a block code automatically implies a semicolon, so a semicolon is not need to terminating the 
last line of a GPC block. 





2. Block Statement 


A group of statements which are bonded together to form a logic are called block statements. Block statement 
begins with a { and ends witha }. 


main { 
if ( 


A 
ll 
= 
+ DO 
=] 


o 
| 
ie) 
os 
N 
- 


3. Defines 
Defines a named constant at compile time. Defines MUST be defined before the main procedure. 
define <name> = <value>; 
- <name>: The name of the constant. 


-— <value>: The value of the constant; only scalar values are allowed. 


define MODI 
define MODI 




















RFA_TIME = 20; 


int mode = MODE OFF; 





main { 
if(mode == MODE A) mode = MODE OFF; 








} 


4. Comments 


GPC supports C style comments. For example: 


main 


block(PS4 START, 200); // This is a one-line C style comment 
/* This is a multi-line comment 


yet another line of comment */ 
set_val(PS4 GYROY, 45); 


The "one-line" comment style only comment to the end of the line. Multi-line style comments end at the first 


*/ encountered. Make sure you don't nest C style comments. It is easy to make this mistake if you are trying to 
comment out a large block of code. 


main 
{ 
/* 


set_val(XBl_ RT, 45); /* This comment will cause a problem */ 
* / 


} 


Variables, Data Types and Arrays 
GPC supports only one primitive type: scalar integer. 
An integer is anumber of the setZ = {..., -2, -1, 0, 1, 2, ...} which must be specified in decimal 
notation (base 10), optionally preceded by a sign ( - or + ). The integer type is represented by a 16 bits signed 


number, where the range is [-32768 ~ +32767]. The default initialized value is always zero. 


int: 16 bits signed [-32768 ~ +32767] 


1. Declaring Variables 


A variable is just a place to store data in memory. Each variable has a name which start with a letter or underscore 
(_), followed by any number of letters, digits, or underscores. Uppercase is different from lowercase, so the names 
sam, Sam, and SAM specify three different variables. The scope of a variable is always global. Variables MUST 
be declared before the main procedure. 

















int var = 128, Var; // ‘var’ initial value is 128, 'Var' initial value is 
0 

int VAR = -3; // 'VAR' initial value is -3 

main 


{ 
Var = var + VAR; // Var = 125 
} 


Variables are always assigned by value. That is to say, after assigning one variable's value to another, changing 
one of those variables will have no effect on the other. GPC don't support assigning by reference. 


2. Arrays 


An array in GPC Scripting Language can be defined as number of memory locations, each of which can store 
the same data type (int) and which can be references through the same variable name and a index. 


As the variables, arrays also must be declared before the main procedure. Standard array declaration is as: 


int myarray[3]; 


main 
{ 
myarray[0] = 1; 
myarray[2] = 3; 
myarray[l1] = myarray[0] + myarray[2]; 


} 


In GPC Language, arrays starts at position 0. The elements of the array occupy adjacent locations in 
memory. GPC Language process the name of an array as if it is a pointer to the first element. This is important in 
understanding how to do arithmetic with arrays. Any item in the array can be accessed through its index, and it can 
be accessed in any scope within the GPC script. 


All elements of a array are initialized with 0. The GPC language doesn't support multidimensional arrays. 


3. Arrays Trick 
It is possible to use indexes with regular variables to access subsequent variables, as show in this code: 
int a=1, b= 2, Gc; 


main 


{ 


Expressions 


In GPC almost anything you write is an expression. The simplest yet most accurate way to define an expression 
is "anything that has a value". The most basic forms of expressions are constants and variables. When you type "a 
= 5", you're assigning 5 into a. After this assignment, you'd expect a's value to be 5 as well, so if you wrote ""b = a", 
you'd expect it to behave just as if you wrote "b = 5". In other words, a is an expression with the value of 5 as well. 


An expression statement consists just of any expression. Basically, expressions are: 


Function calls (get_val()) 

Assignments (=) 

Comparisons (==, <, ...) 

Mathematical and Boolean expressions (a + b,a || b,...) 
Literal values (like 8 or constants) 

Variables 


Examples: 


= 10000; 

= y; 

= XBl_LT; 

= (x - y) / bb 

= get_val (PS3_ TRIANGLE) ; 
et_val(XB360 A, 100); 

a <= b) 
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Operators 
An operator is something that you feed with one or more values (or expressions, in programming jargon) which 
yields another value. There are two types of operators. Firstly there is the unary operator which operates on only 
one value, for example ! (the negation operator). The second group are termed binary operators which operates 
with two value; this group contains most of the operators that GPC supports. 


1. Arithmetic Operators 


Remember basic arithmetic from school? These work just like those. 


at+b Addition Sum of a and b 

a-b Subtraction Difference of a and b 

a*b Multiplication Product of a and b 

a/b Division Quotient of a and b 

a %b Modulus Remainder of a divided by b 


The division operator ("/") drops any fractions and returns an integer value. For example, 7 / 3 = 2 because 
the fraction is dropped. Note that integer division does not round. For example, 3 / 4 = 0, not1. 
2. Assignment Operator 
The assignment operator is "=". Your first inclination might be to think of this as "equal to". Don't. It really means 
that the left operand gets set to the value of the expression on the rights (that is, "gets set to"). 
3. Comparison Operators 


Comparison operators, as their name implies, allow you to compare two values. 


a == Equal TRUE if a is equal to b 

a !=b Not equal TRUE if a is not equal to b 

a<b Less than TRUE if a is less than b 

a>b Greater than TRUE if a is greater than b 

a <=b Less or equal to TRUE if a is less or equal to b 

a >=b Greater or equal to TRUE if a is greater or equal to b 


4. Logical Operators 


!a Not TRUE if a is not TRUE 

a && b And TRUE if both a and b are TRUE 

a || b Or TRUE if either a or b is TRUE 

a “* b Xor TRUE if either a or b is TRUE, but not both 


5. Operator Precedence 


The precedence of an operator specifies how "tightly" it binds two expressions together. For example, in the 
expression 1 + 5 * 3, the answer is 16 and not 18 because the multiplication ("*") operator has a higher 
precedence than the addition ("+") operator. Parentheses may be used to force precedence, if necessary. For 
instance: (1 + 5) * 3 evaluates to 18. 


The following table lists the precedence of operators with the highest-precedence operators listed at the top 
of the table. Operators on the same line have equal precedence, in which case their associativity decides which 
order to evaluate them in. 


! logical (right) 
* /[ % arithmetic (left) 


+ - arithmetic (left) 
== I= comparison (left) 
< <= > >= comparison (left) 
&& logical (left) 
ll logical (left) 
DS logical (left) 


= assignment (right) 


Left associativity means that the expression is evaluated from left to right, right associativity means the opposite. 


Flow Control 


Control-flow statements allow you to regulate the flow of your script's execution. Using control statements, you 
can write GPC code that makes decisions and repeats actions. 


1.if 


The if construct is one of the most important features of many languages, it allows for conditional execution of 
code fragments. GPC language features an if structure that is similar to that of C: 


if( expression ) { 
statement 


} 


Expression is evaluated to its boolean value, if expression evaluates to TRUE, GPC will execute statement, and if 
it evaluates to FALSE the statement will be ignored. If statements can be nested infinitely within other if statements, 
which provides you with complete flexibility for conditional execution of the various parts of your program. Some 
examples: 


a =); 

} 

if( b) { 
if( a<c) a= 20; 
b= a; 


2. else 


Often you'd want to execute a statement if a certain condition is met, and a different statement if the condition 
is not met. This is what else is for. else extends an if statement to execute a statement in case the expression in 
the if expression evaluates to FALSE. For example, the following code would use the a value if a is greater than 
b, or use b value otherwise. 


if( a>b ) 
set_val(XB360 RT, a); 





else 














set_val(XB360 RT, b); 


3. else if 


else if, as its name suggests, is a combination of if and else. Like else, it extends an if statement to execute a 
different statement in case the original if expression evaluates to FALSE. However, unlike else, it will execute that 
alternative expression only if the else if conditional expression evaluates to TRUE. 


if(a>b ) 
set_val(XB360 RT, a); 


else if( b>a ) 
set _val(XB360 RT, b); 
else 











set_val(XB360 RT, 0); 


4. while 


while loops are the only type of loop in GPC, in fact there is no need of loops in GPC scripts since the main 
procedure acts like one. Is very probable you'll be doing something wrong if you are using while in your script. The 
basic form of a while statement is: 


while( expression ) { 
statement 


} 


The operation of a while is quite simple, it repeatedly executes the nested statement(s) as long as the conditional 
expression evaluates to TRUE. The value of the expression is checked each time at the beginning of the loop, so 
even if this value changes during the execution of the nested statement(s), the execution will not stop until the end 
of the iteration. The break command can be used to jump out of the current while, as show in the following example: 


int x; 
main { 
x = 10; 
while( x > 0) { 


x =x - 1; 
if(get_val(PS3 CROSS)) { 
break; 


} 


User-defined Functions 
A function may be defined using syntax such as the following: 


function foolarg 1, arg 2, 7* <s<y */ arg 1) 


{ 








// Example of a function 
return arg 1; 


} 


Any valid GPC code may appear inside a function, even other functions. Function names follow the same rules 
as variables. A valid function name starts with a letter or underscore, followed by any number of letters, numbers, 
or underscores. 


Functions must be defined at the very end of the script code, after the main procedure and combo definitions. 
All functions in GPC have global scope - they can be called inside of init and main procedures and even inside 
other functions. GPC does not support recursive calls of functions. 


1. Function Arguments 


Information may be passed to functions via the argument list, which is a comma-delimited list of expressions. 
The arguments are evaluated from left to right. Note that is NOT necessary specify the data type of a parameter, 
since GPC supports one data type (int). 


All arguments are passed by its value, GPC does not support passing arguments by reference. So as, if the 
value of an argument is changed inside the function, it does not get changed outside of the function. 


2. Returning Values 


Values are returned by using the optional return statement. This causes the function to end its execution 
immediately and pass control back to the line from which it was called. If the return is omitted the value 0 will 
be returned. 


3. Example of Use 


int result; 


main { 
result = sum(10, 20); 
set_val(TRACE 1, result); 
} 


function sum(a, b) { 
return a+ b; 


} 


Persistent Variables 


Persistent variables are locations in the Titan One EEPROM memory to save and retrieve values. The device will 
retain the contents of persistent variables even if it is without power. A GPC script can access up to 32 persistent 
variables, where 16 are private for the slot and 16 are common between all slots. Common persistent variables 
are mainly intended to exchange of information between scripts, while private persistent variables are used to save 
and load run-time configurations. 


Related GPC Functions: 


* get _pvar Returns the value of a Persistent Variable 
* set_pvar Assigns a value to a Persistent Variable 


Private Persistent Variable - Identifiers: 




















SPVAR_1, SPVAR_2, SPVAR_3, SPVAR 4, 
SPVAR_5, SPVAR_6, SPVAR_7, SPVAR_8, 
SPVAR_9, SPVAR_10, SPVAR_11, SPVAR_12, 
SPVAR_13, SPVAR_14, SPVAR_15, SPVAR_16 
Common Persistent Variable - Identifiers: 
PVAR_1,  PVAR_2,  PVAR_3,  PVAR_4, 
PVAR_5, PVAR_6,  PVAR_7, PVAR_8, 
PVAR_9,  PVAR_10, PVAR_11, PVAR_12, 
PVAR 13, PVAR 14, PVAR 15, PVAR 16 




















1. get_pvar 
Returns the value of a Persistent Variable. 
Prototype: 
int get_pvar ( <identifier>, <min>, <max>, <default> ) 
Parameters: 


<identifier> : the identifier of a Persistent Variable 


<min> : the minimum expected value 

<max> : the maximum expected value 

<default> : the default value to be returned in case of the stored value is out of range specified by min and max 
Return: 


Return the stored value or the default value 


Example: 
int pv; 
init { 


pv = get_pvar(SPVAR 12, -10, 148, 20); 





2. set_pvar 
Assigns a value to a Persistent Variable. 
Prototype: 
set_pvar ( <identifier>, <value> ) 
Parameters: 


<identifier> : the identifier of a Persistent Variable 
<value> : the int value to be saved 


Return: 
None 


Example: 


set _pvar(PVAR_ 3, 80); 


Bit Operations 
This section describes functions and operators for examining and manipulating bits of a given variable (or value). 
Related GPC Functions: 
* set_bit Set one bit of a variable, based on bit position 
* clear bit Clear one bit of a variable, based on bit position 
* test_bit Test a bit into of a variable (or value), based on bit position 


* set_bits Store a value into a variable, based on bit position and a bit mask 
* get_bits Extract a value from a variable (or value), based on bit position and a bit mask 


1. set_bit 
Set one bit of a variable, based on bit position. 
Prototype: 
set_bit ( <variable>, <bit_index> ) 
Parameters: 


<variable> : any defined variable 
<bit_index> : position of the bit to be set in <variable>, range [0~15] 


Return: 
None 


Example: 


set _bit(x, 3); 


2. clear_bit 
Clear one bit of a variable, based on bit position. 
Prototype: 


clear bit ( <variable>, <bit_index> ) 


Parameters: 

<variable> : any defined variable 

<bit_index> : position of the bit to be clear in <variable>, range [0~15] 
Return: 

None 


Example: 


clear bit(x, 9); 


3. test_bit 
Test a bit into of a variable (or value), based on bit position. 
Prototype: 


int test_bit ( <value>, <bit_index> ) 


Parameters: 
<value> : anything that has a value (constants, variables, functions, expressions, etc...) 
<bit_index> : position of the bit to be tested in <value>, range [0~15] 

Return: 


True if the bit is set, false otherwise 


Example: 
if(test bit(x, 12)) { 


// Do something 
} 


4. set_bits 
Store a value into a variable, based on bit position and a bit mask. 
Prototype: 


set_bits ( <variable>, <value>, <bit_index>, <bit_mask> ) 


Parameters: 
<variable> : any defined variable 
<value> : anything that has a value (constants, variables, functions, expressions, etc...) 
<bit_index> : position of the less significant bit in the value to store, range [0~15] 
<bit_mask> : bit mask corresponding to the size, in bits, of the value to store (without shifting) 
Return: 
None 
Example: 
int m= 0, n= 0; 
main { 


set _bite(m, S, 4, 15); // bit mask = 15, Ox000F, 
// m= 80 (0x0050) 0b0000'0000'0000'1111 


set_bite(m, 109, @, 255); 7/ bit mask = 255, OxD0EF, 
// m = 27984 (0x6D50) ObOD00* VOVO™ LETT, LAT 1 





n = get_bits(m, 4, 15); // n= 5 


5. get_bits 
Extract a value from a variable (or a given value defined by a expression), based on bit position and a bit mask. 
Prototype: 
int get_bits ( <expression>, <bit_index>, <bit_mask> ) 
Parameters: 


<expression> : a variable or anything that has a value 


<bit_index> : position of the less significant bit in the value to extract, range [0~15] 
<bit_mask> : bit mask corresponding to the size, in bits, of the value to extract (without shifting) 
Return: 


returns the value of a subset of bits in <expression>, the subset is defined by <bit_index> and <bit_mask> 


Example: 
int m= 0, n= 0; 
main { 
set bite(m, S, 4, 15); // Bit mask = 15, Ox000F, 
// m = 80 (0x0050) 0b0000'0000'0000'1111 


set bits (my 109, 8, 255)7 // bit mask = 255, Ox00FT, 
// m = 27984 (0x6D50) ObOVOO* VO00 TILE 111 1 


n = get_bits(m, 8, 255); // n = 109 


In GPC scripting language 
"outside world". In our case, | 


1/O Functions 


, input/output (I/O) refers to the communication between the Titan One device and the 
nputs are the data coming from controller, and outputs are the data send to console. 


Each controller entry (buttons, analog sticks, sensors) has an data structure that stores its state information, such 
as current value, previous value and the elapsed time of activation. The I/O functions are mainly intended to read 
and write on this data structure. 


Related GPC Functions: 


* get _val 

* set_val 

* get _lval 

* get _ptime 

* event press 
* event release 
* swap 

* block 

* sensitivity 
« deadzone 

* stickize 


1. get_val 
Returns the current value 


Prototype: 


Returns the current value of a controller entry 

Overwrites the current value of a controller entry 

Returns the previous value of a controller entry 

Returns the elapsed activation time (pressing) of a controller entry 
Returns TRUE when detected activation (pressing) of a controller entry 
Returns TRUE when detected deactivation (releasing) of a controller entry 
Swap the values between two controller entries 

Blocks forwarding of a controller entry for a short period of time 

Adjust the sensitivity of a controller entry 

Remove the deadzone of a pair of entries, usually of analog sticks 
Transform the values of mouse input (or Wiimote IR) to analog stick 


of a controller entry. 


int get_val ( <identifier> ) 


Parameters: 


<identifier> : the identifier of a controller entry 


Return: 


Current value of the controller entry specified by identifier, can range from -100 to 100, depending on entry type 


Example: 


a = get_val(PS3 SQUARI 











if( !get_val(W 








[3 
~~ 
x 


UP) ) 











se 


if( abs (get_val 


2. set_val 


B360 RX)) > 40 || abs(get_val(XB360 RY)) > 40 ) 


Overwrite the current value of a controller entry. 


Prototype: 


set_val ( <identifier>, <value> ) 
Parameters: 


<identifier> : the identifier of a controller entry 
<value> : the value to be written, can range from -100 to 100, depending on entry type 


Return: 
None 
Example: 


set_val(PS4 SQUARE, 80); 





3. get_lval 
Returns the previous value of a controller entry. 
Prototype: 
int get_lval ( <identifier> ) 
Parameters: 
<identifier> : the identifier of a controller entry 
Return: 
Previous value of the controller entry specified by identifier, can range from -100 to 100, depending on entry type 


Example: 


b = get_lval(PS3 CROSS) ; 











if( get _lval(XBl_ Y) ) 








4. get_ptime 
Returns the elapsed activation time (pressing) of a controller entry. 
Prototype: 
int get_ptime ( <identifier> ) 
Parameters: 
<identifier> : the identifier of a controller entry 


Return: 


The elapsed time of activation, e.g.: when the controller entry goes out of its rest position. The value is expressed in 
milliseconds and, due to hardware limitations, the maximum registered time is 4000 ms (4 seconds). 


Example: 





¢ = get _ptime(XB360 X); 





if( get _ptime(PS4 SHARE) >= 2000 ) 


5. event_press 
Returns TRUE when detected an activation event (pressing) of a controller entry. 
Prototype: 
int event_press ( <identifier> ) 
Parameters: 
<identifier> : the identifier of a controller entry 
Return: 
TRUE on the interaction that the specified controller entry gets out of its resting position; FALSE otherwise. 


Example: 














if( event press (XB1l MENU) ) 


6. event_release 
Returns TRUE when detected a deactivation event (releasing) of a controller entry. 
Prototype: 
int event_release ( <identifier> ) 
Parameters: 
<identifier> : the identifier of a controller entry 
Return: 
TRUE on the interaction that the specified controller entry returns to its resting position; FALSE otherwise. 


Example: 





if( event _release(PS4 TOUCH) ) 


7. swap 
Swap the values between two controller entries. 
Prototype: 


swap ( <identifierl>, <identifier2> ) 





Parameters: 


<identifierl>: the identifier of a controller entry 
<identifier2>: the identifier of a controller entry 


Return: 
None 


Example: 


swap (PS3 SQUARI 





Ral} 


, PS3 CROSS); 


8. block 
Blocks forwarding of a controller entry for a short period of time. Useful to assign two functions to a single 
button, where a quick button press can shoot some function in your GPC script, and a longer pressing maintain 
the original purpose of the button. 
Prototype: 
block ( <identifier>, <time> ) 


Parameters: 


<identifier> : the identifier of a controller entry 
<time> : amount of time in milliseconds, allowed range from 20 to 4000 ms 


Return: 
None 


Example: 


block (PS3_ START, 200); // Blocks START for 200ms 


9. sensitivity 
Adjust the sensitivity of a controller entry. 


Prototype: 


sensitivity ( <identifier>, <midpoint>, <sensitivity> ) 


Parameters: 
<identifier> 


<midpoint> 


the identifier of a controller entry 


change the midpoint value of an entry, e.g.: the default midpoint is 50%, if you change it to 


35 you are defining two sensitivity ranges, a high sensitivity range (close to rest position) and a low sensitivity range 
(when far from rest position), as shown in the figure below: 











INPUT: 0% 50% 100% 
Default (50%) @ e e 
OUTPUT: 0% 50% 100% 
INPUT: 0% 35% 100% 
(35%) @ e ® 
OUTPUT: 0% 50% 100% 
INPUT: 0% 80% 100% 
(80%) @ 2 e 
OUTPUT: 0% 50% 100% 


If you configure this parameter with 80 you are defining a zone of low sensitivity when close to the rest position (better 
accuracy), and a zone of high sensitivity when far from rest position (fast movements). 


<sensitivity>: 


angular adjustment, the value is multiplied to the current value of specified entry. 100 means 


multiply for 1, 143 means multiply for 1.43, 72 means multiply for 0.72 


Return: 
None 
Example: 
sensitivity (PS3 _ 


sensitivity (PS4 | 


10. deadzone 
Removes the deadzone 


Prototype: 





RX, 38, NOT USE); 





RY, 38, 125); 


of a pair of entries, usually of analog sticks. 


deadzone ( <identifierx>, <identifierY>, <xdz_cir>, <ydz_rad> ) 


Parameters: 
<identifierxX>: 
<identifieryY>: 
<xdz_ cir> 
<ydz_ rad> 


Return: 


None 


a controller entry which represents the X axis. (PS3_RX, WII_IRX, XB360_RX) 
a controller entry which represents the Y axis. (PS3_RY, WII_IRY, XB360_RY) 
X axis deadzone value or the DZ_CIRCLE constant 

Y axis deadzone value or the radius value of the circle 


Example: 


// SQUARE Shape Deadzone 
deadzone(PS3_ RX, PS3_ RY, 20, 22); 


// CIRCLE Shape Deadzone 
deadzone (XB360 RX, XB360 RY, DZ CIRCLE, 26); 





11. stickize 


Transforms the values of a mouse input (or Wiimote IR) to analog stick. 














X and Y Axis 
mouse input mouse input mo put 
without stickize after stickize after stickize a 
radius = 100 radius = 113 radius = 129 
Prototype: 


stickize ( <identifierx>, <identifierY>, <radius> ) 

Parameters: 
<identifierX>: acontroller entry which represents the X axis. (PS3_RX, WII_IRX, XB360_RX) 
<identifierY>: acontroller entry which represents the Y axis. (PS3_RY, WII_IRY, XB360_RY) 
<radius> : the radius of the circle, as showed in the picture above. Allowed values range from 100 to 141. 
We suggest using 129 for PS3 and 113 for XBox 360 

Return: 
None 


Example: 


stickize(PS3 RX, PS3 RY, 129); 


12. Identifiers 



























































































































































0 ps4 PS PS3_PS XB1_XBOX XB360_XBOX  WII_HOME 

WII_HOME 

1  PS4_ SHARE PS3_SELECT XB1_ VIEW XB360 BACK WII MINUS 
WII_MINUS 

2  PS4 OPTIONS PS3 START XB1_ MENU XB360_ START WII PLUS 

WII_PLUS 

3 PS4 RI PS3_R1 XB1_RB XB360_RB WII_RT 






































































































































































































































































































































































































































4 PS4 R2 PS3_R2 XB1_RT XB360_RT III_ZR 
5  PS4 R3 PS3_R3 XB1_RS XB360_RS WII_ONE 

6 ps4 L1 PS3 Ll XB1l_LB XB360_LB WII_C VII LT 
7 ps4 L2 PS3 L2 x61 DT XB360_LT WII Z qi 70 
8 PS4_L3 PS3_L3 XB1_LS XB360_LS WII_TWO 

9  PS4 RX PS3_RX XB1_RX XB360_RX VII_RX 
10 PS4 RY PS3_RY XB1_RY XB360_RY VII_RY 
11 ps4 LX PS3_LX XB1_ LX XB360_LX VII_NX WII_LX 
12 PS4_ Ly PS3_ LY XB1_LY XB360_LY VII _NY (II Ly 
13. PS4_UP PS3_UP XB1l_UP XB360_UP (II _UP WII_UP 
14 PS4 DOWN PS3_ DOWN XBl1_ DOWN XB360 DOWN WII_DOWN 

WII_DOWN 

15 PS4 LEFT PS3_LEFT XB1_ LEFT XB360_ LEFT WII_LEFT 

WII LEFT 

16 PS4 RIGHT PS3_ RIGHT XBl1_ RIGHT XB360_ RIGHT WII_RIGHT 
WII_RIGHT 

17 PS4 TRIANGLE PS3 TRIANGLE XB1_Y XB360_Y WII _X 
18 PS4 CIRCLE PS3_CIRCLE XB1_B XB360_ B III B WII B 
19 PS4 CROSS PS3_CROSS XBL_A XB360_ A WII A WII A 
20 PS4 SQUARE PS3_ SQUARE XB1_X XB360_X WII_Y 
21 PS4 ACCX PS3_ACCX II_ACCX 

22 PS4 ACCY PS3 ACCY WII _ACCY 

23 PS4 ACCZ PS3 ACCZ VII_ACCZ 

24 PS4 GYROX PS3_ GYRO XBl_ Pl 

25 PS4 GYROY XBl_P2 VII _ACCNX 

26 PS4 GYROZ XB1_P3 VII _ACCNY 

27 PS4 TOUCH XBl_P4 WII _ACCNZ 

28 PS4 TOUCHX VII _IRX 

29  PS4 TOUCHY y RY 





31 TRACE 2 
32 TRACE 3 
33 TRACE 4 
34 TRACE 5 
35 TRACE 6 


Combos 


Combo (short for combination) is a term that designates a set of actions programmed to be automatically 
performed in sequence. The wait command must be used at the end of each set of actions, it will inform to GPC for 
how long the actions must be execute. A combo routine has a name and must be defined after the main procedure. 
A GPC script can have several combos, being the stack memory and the bytecode size, the limit of how many 


combos can be defined. 


A combo is defined using syntax such as the following: 


combo foo { 





set_val(PS3 CROSS, 50); 
wait(100); 

set_val(PS3 START, 100); 
wait(250); 


} 


The wait command sets for how long the last set of actions (commands) must be execute; it's expressed in 
milliseconds and can range from 10 to 4000. 


wait( <time> ) : Keeps executing the last set of actions until the timeout set by the given number of milliseconds 


The command wait is only allowed directly into a combo routine block, for example, you can not use wait into 


the main block, or as a statement of a if. 


main { 
wait(500); // Incorrect 





} 


combo foo { 
if(get_val(WII B)) { 
wait(100); // Incorrect 

















} 
wait(250); /f Correct 


Combo Calls: 
A combo to be invoked from another by using the command call. 


call( <combo name> ) Run and wait the execution of the combo indicated by the parameter 


Recursive calls are not allowed and, as the wait, the command call is only allowed directly inside a combo 
routine block. 


combo foo { 
call (foo2); 
set_val(PS4 CROSS, 50); 
wait(100); 

} 


combo foo2 { 
set_val(PS4 START, 100); 


wait (250); 


The main difference between using call and the command combo_run is how each one returns. The first waits 
for the combo execution, while the other not. 


Related GPC Functions: 


The GPC language provides a set of functions to operate with combos, so you can start, restart and stop the 
execution of a combo, as well as test if a combo is running or not. 


* combo run Starts the execution of a combo 
* combo stop Stops the execution of a combo 


* combo running Returns TRUE if the combo is running, FALSE otherwise 
* combo restart Restarts the execution of a combo 


1. combo_run 
Starts the execution of a combo. Has no effect if the combo is already running. 
Prototype: 
combo run ( <combo name> ) 
Parameters: 
<combo name> : name ofa defined combo 
Return: 
None 


Example: 


combo run( foo ); 


2. combo_stop 
Stops the execution of a combo. 
Prototype: 
combo stop ( <combo name> ) 
Parameters: 
<combo name> : name ofa defined combo 
Return: 


None 


Example: 


combo stop( foo ); 


3. combo_running 
Returns TRUE if the combo is running. 

Prototype: 

int combo running ( <combo name> ) 
Parameters: 

<combo name> : name ofa defined combo 
Return: 

TRUE if the combo is running, FALSE otherwise 


Example: 


if( !combo_running( foo ) ) { 
combo run( foo ); 


4. combo_ restart 
Restarts the execution of a combo. 
Prototype: 
combo restart ( <combo name> ) 
Parameters: 
<combo name> : name ofa defined combo 
Return: 
None 


Example: 


combo restart( foo ); 


Remapping 


Remappings are defined at beginning of script, before the main procedure. The GPC syntax of remapping 
statements is: 


remap <input identifier> -> <output identifier> 


For example, the following remap will make the PS4_CROSS behave like PS4_TRIANGLE: 





remap PS4 CROSS -> PS4 TRIANGLE; 











The above example does not alter the PS4_TRIANGLE itself. The triangle button would continue to send the 
"TRIANGLE" action unless you remap it to something else, as shown in the following example: 





Q 











remap PS4 CROSS -> PS4 TRIANGLE; 
remap PS4 TRIANGLE -> PS4 CROSS; 











A remap line can be read this way: "assign the <input identifier> value to <output identifier>". Such that you 
can have one input feeding several outputs. 


All remappings are based on the output identifier, subsequent remap on the same <output identifier> 
will overwrite the previous remap. It is possible to completely disconnect a output identifier from any input with the 
command unmap: 

unmap <output identifier> 


unmap example: 


unmap PS4 OPTIONS; 





Use the constant ALL_REMAPS to unmap all remappings in a single operation. 
unmap ALL REMAPS; 
Once the remap is performed it does not consume more CPU processing. ATTENTION: Remappings are 


evaluated only at the end of each iteration of the main procedure, which means the scripting operations on 
remapped entries should be made without considering the remapping. 


Initialization 


A GPC script may have a init procedure, which is executed only once after the loading of script. The init block 
should be located immediately before the main procedure, as shown in the following example: 











define RUMBLE ENABLED = FALSE; 




















init { 
if(!RUMBLE ENABLED) { 
block _rumble(); 


























} 
} 


main { 
// script code here 


} 


Data Segment 


The data segment is located at very first portion of virtual address space in a GPC bytecode. It contains static 
values that are initialized by the programmer. The size of this segment is determined by the values placed inside of 
the data statement. The values of the data segment are read-only, it can't be altered at run-time. The main purpose 
of the data segment is store static information, which can be accessed by the script through an indexer. 


A data segment must be defined in the very beginning of a GPC script, using syntax such as the following: 





// Defines can be declared before data segment. 
define SOME VAL = 40; 








// The data segment defines a sequence of values expressed in bytes. 
data(5, 10, 255, 0, 8, SOME VAL, 147, 216, 186, 99); 





The values inside of the data segment must be expressed in bytes (8 bits unsigned integer). 


Related GPC Functions: 


The functions below provides a interface to access values stored in the data segment. Each element of data 
segment is accessed by an index. In GPC, indexing starts from 0. 


« dchar Returns a char (8 bits signed integer) from data segment 

« dbyte Returns a byte (8 bits unsigned integer) from data segment 

« dword Returns a word (16 bits signed integer) from data segment 
1. dchar 


Returns a char (8 bits signed integer) from the data segment. 
Prototype: 
int dchar ( <index> ) 
Parameters: 
<index> : index of an element in the data segment 
Return: 
The char value of the element in the position specified by <index> 


Example: 


data(255, 1); 


int val; 

main { 
val = dchar(0); // val = -1; 
val = dchar(1); // val = 1; 








2. dbyte 
Returns a byte (8 bits unsigned integer) from the data segment. 
Prototype: 
int dbyte ( <index> ) 
Parameters: 
<index> : index of an element in the data segment 
Return: 
The byte value of the element in the position specified by <index> 


Example: 


data(255, 1); 








int val; 
main { 
val = dbyte(0); // val = 255; 
val = dbyte(1); // val = 1; 
} 
3. dword 


Returns a word (16 bits signed integer) from the data segment. 
Prototype: 
int dword ( <index> ) 
Parameters: 
<index> : index of an element in the data segment 
Return: 
The word value of the element in the position specified by <index> 
Example: 
data(255, 1); 
int val; 


main { 
val = dword(0); // val = 511; 


LEDs 


Each player LEDs can be set into one of four states: OFF, ON, FAST BLINK and SLOW BLINK. Letting you 
program visual indications for specific functions in your GPC script. NOTE: The XBox 360 controller does not support 
more than one LED lighted at the same time. If you try to light up more than one LED on a XBox 360 controller 
then the one with the highest index takes the precedence. 


Related GPC Functions: 


* get_led 

* set_led 

* set_ledx 

* get_ledx 

* reset leds 


LED Identifiers: 











Returns the value of a LED state 

Set the state of a LED 

Blinks a LED a certain number of times 

Checks if a LED is being blinked by the set_ledx function 
Reset the LEDs state to what was set by the console 


LED 1, LED 2, LED 3, LED 4 








1. get_led 


Returns the value of a LED state. 


Prototype: 


int get_led ( <led_ident> ) 


Parameters: 


<led_ident> : the identifier of a LED 


Return: 


0: LED OFF 

1: LED ON 

2: FAST BLINK 
3: SLOW BLINK 


Example: 





if(get_led(LED 1) 


== 3) 4 
; 


/* LED 1 is blinking slowly */ 





} 


2. set_led 
Set the state of a LED. 


Prototype: 


set_led ( <led_ident>, <state> ) 


Parameters: 


<led_ident> : the identifier of a LED 

<state> : Oto OFF; 1 to ON; 2 to FAST BLINK; 3 to SLOW BLINK 
Return: 

None 
Example: 


set_led(LED 2, 2); 








3. set_ledx 
Blinks a LED a certain number of times. 
Prototype: 
set_ledx ( <led_ident>, <blinks> ) 
Parameters: 


<led_ident>  : the identifier of a LED 
<blinks> : the number of blinks, can range from 0 to 255 


Return: 
None 


Example: 





set_ledx(LED 4, 12); 


4. get_ledx 
Checks if a LED is being blinked by the set_ledx function. 
Prototype: 
int get_ledx ( ) 
Parameters: 
None 
Return: 


TRUE if there are LEDs being blinked, FALSE otherwise 


Example: 


if(!get_ ledx()) { 
set_ledx(LED 1, 5); 





5. reset_leds 
Reset the LEDs state to what was set by the console. 
Prototype: 
reset_leds ( ) 
Parameters: 
None 
Return: 
None 


Example: 


reset_leds(); 


Rumble 
Just like with the player LEDs, the GPC language also can handle the controller rumbles. 
Related GPC Functions: 
* get_rumble Returns the current value of a rumble 
* set_rumble Set the value of a rumble (engine speed) 
¢ block_rumble _ Blocks any rumble action sent by the console 


* reset rumble  Unblocks the rumble (if it is blocked) 


Rumble Identifiers: 





RUMBLE A: Strong 
RUMBLE _B: Weak 
RUMBLE RT: Right trigger rumble (XBox One controller) 


RUMBLE LT: Left trigger rumble (XBox One controller) 












































Example of usage: 


Once a rumble is activated by the script the rumble engine will remain activated until the script send a command 
to turn it off. 





combo RumbleExample { 
// Vibrate the controller for 1 second 
set_rumble(RUMBLE A, 100); 
wait(1000); 


7/7 Turm the rumble off 
set _rumble(RUMBLE A, 0); 


1. get_rumble 
Returns the current value of a rumble. 
Prototype: 
int get_rumble ( <rumble ident> ) 
Parameters: 
<rumble ident> : the identifier of a rumble 
Return: 
the rumble (engine) speed, can range from 0 (off) to 100 (max speed) 


Example: 


if(get_rumble (RUMBLE A) == 100) { 
/* Rumble A is running at max speed */ 





} 


2. set_rumble 
Set the value of a rumble (engine speed). 

Prototype: 

set_rumble ( <rumble ident> ) 
Parameters: 

<rumble ident> : the identifier of a rumble 
Return: 

None 


Example: 


set_rumble(RUMBLE RT, 80); 


3. block_rumble 
Blocks any rumble action sent by the console. 
Prototype: 
block rumble (_) 
Parameters: 
None 
Return: 
None 


Example: 


block _rumble(); 


4. reset_rumble 
Unblocks the rumble (if is blocked), and set its values to 0. 
Prototype: 


reset rumble ( ) 


Parameters: 
None 

Return: 
None 


Example: 


reset_rumble(); 


Math Functions 
The GPC's math functions will only handle values within the range of the 16 bits signed integers. 


Related GPC Functions: 


« abs Returns the absolute value of a expression 

* inv Returns the inverted (signal) value of a expression 
* pow Raises a number to the given power 

* isqrt Calculate an integer square root 

« irand Generate an pseudo random integer 


1. abs 


Returns the absolute value of a expression. 


Prototype: 

int abs ( <expression> ) 
Parameters: 

<expression>  : anything that has a value 
Return: 


the absolute value 


Example: 


2. inv 


Returns the inverted (signal) value of a expression. 


Prototype: 

int inv ( <expression> ) 
Parameters: 

<expression> : anything that has a value 
Return: 


the inverted (signal) value 


Example: 


le ~* @ = S5 ey 
b = inv(-5); /* b= 5 */ 


3. pow 


This function shall compute the value of X raised to the power Y. CAUTION: risk of integer overflow, it may 
occur when the pow operation attempts to create a numeric value that is larger then a 16 bit signed integer. 


Prototype: 
int pow ( <expressionX>, <expressionyY> ) 
Parameters: 


<expressionX> : anything that has a value 
<expressionY> : anything that has a value 


Return: 
upon successful completion, pow shall return the value of X raised to the power Y 


Example: 


4. isqrt 


Calculates an integer square root. The integer square root of a positive integer n is the positive integer m which 
is the greatest integer less than or equal to the square root of n. 


Prototype: 

int isqrt ( <expression> ) 
Parameters: 

<expression> : anything that has a value 
Return: 


upon successful completion, isqrt shall return the integer square root of given expression 
Example: 


x = isgrt(17); /* x = 4 */ 


5. irand 


Generate an pseudo random integer within min, max arguments. For example, if you want a random number 
between -5 and 15 (inclusive), use rand(-5, 15). 


Prototype: 


int irand ( <min>, <max> ) 


Parameters: 
<min> : The lowest value to return 
<max> : The highest value to return 
Return: 


a pseudo random integer between min and max (inclusive). 


Example: 


x = irand(-174, 84); /* x = -57 */ 


Misc Functions and Constants 
Functions that does not fit into others topics. 


Related GPC Functions: 


* get_rtime Returns the elapsed time between iterations 

* turn_off Turn off a wireless controller 

* get_slot Returns the number of currently loaded slot 

* load slot Load script from a specified slot (flash memory) 

* ps4 touchpad Returns advanced information of the Dualshock 4 touchpad 

* ps4 set _touchpad Touches the Dualshock 4 touchpad in a specific (X, Y) position 
* ps4 authtimeout Returns the PS4 authentication timeout status 

* output_protocol Forces the Titan One to change the output protocol (Output USB) 
* output _reconnection Forces the Titan One to reconnect on the console (Output USB) 
* wiir offscreen Tests if the IR sensor of Wiimote controller is off screen 

* get_battery Returns the battery level of connected controller 

* get_console Returns the currently connected console 

* get_controller Returns the currently connected controller 

* get_ctributton Returns the control button identifier 

* vm_tctrl Sets the virtual machine timeout for the next iteration 


Special Constants: 





























































































































FALSE: 0 
TRUE: !' FALSE 
NOT _USE: 0 Used on sensitivity function 
ALL REMAPS: -l Used on unmap statement 
DZ CIRCLE: 101 Used on deadzone function 
PS4T Pl: Used with ps4 touchpad function 
PS4T P1X: Used with ps4 touchpad function 
PS4T P1Y: Used with ps4 touchpad function 
PS4T P2; Used with ps4 touchpad function 
PS4T P2X: Used with ps4 touchpad function 
PS4T P2Y: Used with ps4 touchpad function 
PIO PS4: Returned by get_console and get controller 
PIO PS3: Returned by get console and get controller 
PIO XBI: Returned by get_console and get controller 
PIO XB360: Returned by get_console and get_controller 
PIO WII: Returned by get_controller 
1. get_rtime 


Returns the elapsed time, in milliseconds, between the current and the previous interaction of the main 
procedure. 


Prototype: 
int get_rtime ( ) 


Parameters: 


None 
Return: 

Elapsed time, in milliseconds 
Example: 


int msecs, secs, mins, hours, days; 




















main { 
msecs = msecs + get _rtime(); 
if(msecs >= 1000) { 
msecs = msecs 1000; 
secs = secs + 1; 
if(secs >= 60) { 
secs = secs 60; 
mins = mins + 1; 
if(mins >= 60) { 
mins = mins - 60; 
hours = hours + 1; 
if(hours >= 24) { 
hours = hours - 24; 
days = days + 1; 
} 
} 
} 
} 
set_val(TRACE 1, secs); 
set_val (TRACE 2, mins); 
set_val (TRACE 3, hours); 
set_val (TRACE 4, days); 
} 
2. turn_off 


If a wireless controller is in use this command turns it off. 
Prototype: 
turn_off ( ) 
Parameters: 
None 
Return: 
None 


Example: 


turn_off(); 


3. get_slot 
Returns the number of currently loaded slot. 
Prototype: 
int get_slot ( ) 
Parameters: 
None 
Return: 


The index number of currently loaded slot. Range: 1~10, where 1 to 9 correspond to device's slots and 10 means the 
script was loaded by the "Build and Run" command 


Example: 


if(get_slot() != 10) f{ 
set_pvar(SPVAR 1, 8) 
} 


4. load_slot 
Ends the execution of current script and loads the script from specified slot. 
Prototype: 
load slot ( <slot index> ) 
Parameters: 
<slot index> : index of the slot which script should be loaded 
Return: 
None 


Example: 


load_slot(2); 
load_slot(0); // this just unload the current script 








5. ps4_touchpad 


Returns advanced information of the Dualshock 4 touchpad. 


Prototype: 


int ps4 touchpad ( <info identifier> ) 





Parameters: 


<info_identifier> : aDualshock 4 touchpad info identifier: 












































PS4T Pl: Touch point status 

PS4T Pix: Touch point X value 

PS4T P1Y: Touch point Y value 

PS4T P2:; Touch point 2 status 

PS4T P2X: Touch point 2 X value 

PS4T P2Y: Touch point 2 Y value 
Return: 





The value related to the info identifier supplied 
Example: 


if(ps4 touchpad(PS4T Pl)) { 
set_val (TRACE 1, 100); 
set_val (TRACE 2, ps4 touchpad(PS4T P1X)); 
set_val (TRACE 3, ps4 touchpad(PS4T P1Y)); 
} else set_val(TRACE 1, 0); 























if(ps4 touchpad(PS4T P2)) { 
set_val (TRACE 4, 100); 
set_val (TRACE 5, ps4 touchpad(PS4T P2X)); 
set_val (TRACE 6, ps4 touchpad(PS4T P2Y)); 
} else set_val(TRACE 4, 0); 














6. ps4_set_touchpad 
Touches the Dualshock 4 touchpad in a specific (X, Y) position. 
Prototype: 
ps4 set touchpad ( <X Value>, <Y Value> ) 
Parameters: 


<X Value> : X position in the Dualshock 4 touchpad, ranging from -100 to 100. 
<Y Value> : Y position in the Dualshock 4 touchpad, ranging from -100 to 100. 





Return: 


None 


Example: 


combo Touch And Click DS4Touchpad { 
ps4 set _touchpad(90, 45); 
set_val(PS4 TOUCH, 100); 
wait(80); 





7. ps4_authtimeout 
Returns the PS4 authentication timeout status. 
Prototype: 
int ps4 authtimeout ( ) 
Parameters: 
None 
Return: 


The PS4 authentication timeout status. The timeout status value is a decedent countdown, where 1 is the last readable 
value before the authentication timeout. 


Example: 
if(ps4 authtimeout() <= 1) { 


output_reconnection(); 


} 


8. output_protocol 
Forces the Titan One to change the output protocol (Output USB) 


Prototype: 





output protocol ( <Protocol ID> ) 
Parameters: 


<Protocol ID> : A valid output protocol ID: PIO_PS4, PIO _PS3, PIO_XB1 or PIO_XB360. 





Return: 
None 
Example: 


init { 
output_protocol (PIO XB1); 





9. output_reconnection 


Forces the Titan One to reconnect on the console (Output USB). Can be used to reset the PS4 authentication 
timeout. 


Prototype: 
output reconnection (_ ) 
Parameters: 
None 
Return: 
None 
Example: 
int last ps4 auth timeout; 
main { 


// Rumble the controller if the PS4 auth timeout gets below 5. 
if(ps4 authtimeout() < 5) { 
if(last_ps4 auth_timeout != ps4 authtimeout()) { 
last_ps4 auth_timeout = ps4 authtimeout(); 
combo restart (AuthRumbleFeedback) ; 








} 


// Press OPTIONS + PS to force reconnection and reset auth timeout. 
if(get_val(PS4 OPTIONS) && event _press(PS4 PS)) {f{ 
output_reconnection() ; 








} 


combo AuthRumbleFeedback { 
set _rumble(RUMBLE A, 100); 
set_rumble(RUMBLE B, 100); 
wait(200); 
reset _rumble(); 




















10. wiir_offscreen 


Tests if the IR sensor of Wiimote controller is off screen. 


Prototype: 
int wiir_offscreen (_ ) 


Parameters: 


None 
Return: 
TRUE if Wiimote IR is off screen, FALSE otherwise 
Example: 
if(wiir offscreen()) { 


// Do something 
} 


11. get_battery 
Returns the battery level of connected controller, if not applicable the returned value is 10 (Fully Charged). 
Prototype: 
int get_battery ( ) 
Parameters: 
None 
Return: 
A value between 0 (dead) and 10 (fully charged) 


Example: 


main { 
if(get_battery() < 3) { 
turn off (); // Turn off controller 


} 


12. get_console 
Returns the currently connected console type, or 0 if there is no console connected. 
Prototype: 
int get_console ( ) 
Parameters: 
None 


Return: 


0, PIO_PS4, PlIO_PS3, PIO_XB1 or PIO_XB360 
Example: 
main { 


if(get_console() == PIO XB360) { 
// Do something 





} 


13. get_controller 
Returns the currently connected controller type, or 0 if there is no controller connected. 
Prototype: 
int get_controller ( ) 
Parameters: 
None 
Return: 
0, PIO_PS4, PIO_PS3, PIO_XB1, PIO_XB360 or PIO_WII 


Example: 


main { 
if(get_controller() == PIO PS4) { 
// Do something 





} 


14. get_ctrlbutton 


Returns the control button identifier. The control button is used to switch memory slots and to configure 
Gamepacks using the controller. 


Prototype: 

int get_ctrlbutton (_ ) 
Parameters: 

None 
Return: 


The identifier of a controller entry. 


Example: 


int ctrlbtn; 


init { 
ctrlbtn = get_ctrlbutton(); 


15. vm_tctrl 
Sets the virtual machine timeout for the next iteration. 
Prototype: 
vm_tctrl ( <Value> ) 
Parameters: 
<Value> : Numerical value ranging from -9 to 10. The value is added to the base Virtual Machine time (10ms). 
Return: 
None 


Example: 


main { 
// Run the GPC Virtual Machine every 6ms (10 - 4) 
vm_tctrl(-4); 


GPC Script Example 


The following script code makes use of majority of GPC's scripting features. This script was made to use the 
Frag FX mouse controller on PS3, to adjust the mouse sensitivity to be as close as playing on PC and to adda 
couple of extra features like rapidfire, bunny hop, quick scope, etc... 













































































































































































/* a aS Sa a SS a SS SS SS SS 
* BATTLEFIELD 3 - FRAG FX Script 
* 
* System: PS3 
* Controller: Frag FX vl 
* 
* Featuring: 
* - Class Specific Rapidfire 
~ =" AWG Spot 
* - Bunny Hop 
w cs NOres: Sprint 
* = Quick Scope 
* = Gadget 1 Shortcut 
* - Gadget 2 Shortcut 
*% / 
TS sw i a aa a ee eee Mes eee eee a 
* DEFINES 
** / 
define MENU = PS3 START; 
define SPOT = PS3 SELECT; 
define SCOPE = P33 _L1; 
define GRENADE = Pes: LZ; 
define CROUCH = P33 13; 
define FIRE = Psa. Kl; 
define JUMP = PS3_B2; 
define SPRINT HOLDB = PSs RS; 
define SIDEARM = PS3 TRIANGLE; 
define INTERACT =. PSs _ CIRCLE; 
define MELEE = PS3 CROSS; 
define RELOAD = PS3 SQUARE; 
define GADGET2 = PS3_ RIGHT; 
define GADGET1 = PS3. LEFT; 
define FIREMODE = PS3 DOWN; 
define LIGHT = PSs UP; 
define MAX AIM = 80; 
define QUICK SCOPE = 300; 
[P wmcceseecesteeseeesceseececossseeeseee secs eseescesstescsesceossseedeess 
* DATA SEGMENT 
*% / 
data ( 
// HOL REL HOS RES ------------------------------------------------- 
A, A; 4, 4, // O: Optimized Rapidfire 
20, 8; 4, 16, //f 1: Support 
20; 10, A, 12, // 2: G36C + Foregrip (Engineer) 
20; 8, 4, 8, 7 st (Any) 
20. ey, 4, 14, // 4: L86A2 (Support) 




















4, 4, 4, 18 // 5: ANA 
); 
define AUTO SHOT = 0; 
[x ----------------------- -- - 5-5-5 5 5 
* REMAPPINGS 
** / 
remap PS3 R3 => P33 13; 
remap PS3 L3 => PS3_R3; 
remap PS3 R2 -> PS3 CROSS; 
remap PS3 CROSS => BS3 RZ; 
[x ------------------------- -- 5 5 5 
* VARIABLES 
** / 


int mfspeed, autospot, bunnyhop lock, tap; 






















































































int asHOL, asREL, asHOS, asRES; 
int ashold, asrelease; 
int autoShotMode = AUTO SHOT; 
| 
* INITIALIZATION 
** / 
init { 
LoadAutoShot (autoShotMode * 4); 
ashold = asHOL; 
asrelease = aSREL; 
} 
SP ae cl yi ie co a can io cil ed i ck a ik it ek age oak ec ana Re nig al a eared eel inane et 
* MAIN SCRIPT 
*% / 
main { 
pe = SSS See ea oa eS eee ae ete eee ee eee Sees Ss 
* FragFX Mouse Settings 
* 
= Treo EX: Minimum 
* Game: 
* DeadZone: Square 18 18 
is Sensitivity: Maximum 
* x / 
if(get_val(PS3 R3) && get_val(PS3 TRIANGLE)) { 
set_val(PS3 R3, 0); 
set_val(PS3 TRIANGLE, 0); 
swap (PS3 RX, PS3 LX); 
swap (PS3 RY, PS3 LY); 
mfspeed = TRUE; 
} else { 
if(get_val(PS3 RX) < 0) set_val(PS3 RX, get_val(PS3 RX) + 23); 
if(get_val(PS3 RX) > 0) set_val(PS3 RX, get_val(PS3 RX) - 24); 
if(get_val(PS3 RY) < 0) set_val(PS3 RY, get_val(PS3 RY) + 23); 
if(get_val(PS3 RY) > 0) set_val(PS3 RY, get_val(PS3 RY) - 24); 
if(!mfspeed) { 
if(get_val(PS3 L1)) { 


sensitivity(PS3 RX, NOT USE, 68); // -2, 64 
sensitivity (PSs RY, NOT USE, 73); 7/ =2, 70 
} else { 
sensitivity(PS3 RX, NOT USE, 90); 
sensitivity(PS3 RY, NOT USE, 95); 














deadzone (PS3 RX, PS3_RY, 15, 
































sl 
if (get _val(PS3 RX) > MAX AIM) set val (PS3_ RX, MAX AIM); 
if (get_val(PS3 RX) < -MAX AIM) set _val(PS3 RX, -MAX AIM); 
if (get _val(PS3 RY) > MAX AIM) set val (PS3 RY, MAX AIM); 
if (get_val(PS3 RY) < -MAX AIM) set _val(PS3 RY, -MAX AIM); 
} else { 


// Vehicicles 

sensitivity(PS3 RX, NOT USE, 115); 
sensitivity(PS3 RY, NOT USE, 115); 
deadzone (PS3_ RX, PS3 RY, 17, 17); 








} 
} af(event_ press (PS3 CIRCLE)) mfspeed = FALSE; 





/* Change Primary Weapon Configuration */ 
if(event_press(PS3 PS)) { 
autoShotMode = autoShotMode + 1; 
if (autoShotMode > 5) autoShotMode = 0; 
LoadAutoShot (autoShotMode * 4); 
if(get_val(PS3 L1)) { ashold = asHOS; asrelease = asRES; } 
else { ashold = asHOL; asrelease = asSREL; } 
} block(PS3 PS, 1000); 
set_val(TRACE 6, autoShotMode) ; 








/* Auto Fire */ 

if(event_press(PS3 Ll)) { ashold = asHOS; asrelease = asRES; } 

else if(event_release(PS3 Ll)) { ashold = asHOL; asrelease = asREL; } 
if(get_val(PS3 Rl) && !mfspeed 

//&& get_val(PS3_R1) < 100 

) { 











combo run(AutoFire); 
} else { 
combo stop (AutoFire) ; 
if(get_val(PS3 R1)) set_val(PS3 Rl, 100); 


/* Buto Spot */ 

if(event press(PS3 PS) || event _press(PS3 SELECT)) { 
autospot = FALSE; 

} else if(event_press(PS3 R3)) autospot = TRUE; 

if(autospot) combo_run(AutoSpot) ; 

else combo stop (AutoSpot) ; 





/* Bunny Hop */ 
if (bunnyhop lock) { 
if(get_val(PS3 LY) > -75) bunnyhop lock = FALSI 
else { 
combo run(EasySprint) ; 
combo _run(BunnyHop) ; 
set_val(JUMP, 0); 





eal 


‘Ne 





/* 


* 


** / 


} 
} else if(get_val (JUMP) && get val (SPRINT HOLDB 
bunnyhop lock = TRUE; 
} else combo _stop(BunnyHop) ; 








—_ 
~~ 
a 








/* Force Sprint */ 











if(event _press(SPRINT HOLDB) && !combo_running(BunnyHop) ) 


combo run(ForceSprint) ; 


} 


/* Hold Breath */ 
if(get_val (SCOPE) == 100) { 
set_val(SPRINT HOLDB, 100); 








} 


/* QuickScope */ 
if(event_ release (SCOPE) && get_ptime (SCOPE) < 140) 
combo run(QuickScope) ; 











} 


/* Gadget 1 Shortcut */ 

if(event press(PS3 Ll) && get_val(PS3 R3)) f{ 
tap = GADGETI1; 
combo _run(Tap) ; 

} else 








/* Gadget 2 Shortcut */ 
if(event_release(PS3 START)) { 
if(get_ptime(PS3 START) < 1000) { 
tap = GADGET2; 
combo _run(Tap) ; 
} else autospot = FALSE; 
} block(PS3 START, 1000); 











{ 








COMBOS 


combo Tap { 


set_val(tap, 100); 
wait(60); 


combo AutoFire { 








set_val(FIR 
wait(ashold 
set_val(FIRE, 0); 
e 
R 








wait (asrel 
set_val (FI! 




















combo AutoFireMAX { 








set_val(FIRE, 100); 
wait (40); 
set_val(FIRE, 0); 




















wait (20); 
set val (FIRE, 8); 














combo QuickScope { 
set_val(FIRE, 0); 
set_val(SCOPE, 100); 
set_val (SPRINT HOLDB, 100); 
wait (QUICK SCOPE) . 
set_val(FIRE, 100); 
set_val(SCOPE, 100); 
set_val (SPRINT HOLDB, 100); 
wait (40); 


















































combo AutoSpot { 
set_val(SPOT, 100); 
wait (40); 
set_val(SPOT, 0); 
wait(°60); 





combo ForceSprint { 
set_val(PS3 LY, 0); 
wait(60); 





combo EasySprint { 
set_val(SPRINT_HOLDB, 100); 
wait(100); wait(100); 











combo BunnyHop { 
set_val(JUMP, 100); 
wait(60); wait(1000); 





** / 

function LoadAutoShot (idx) 
asHOL = dbyte (idx) * 
asREL = dbyte(idx+1) * 10; 
asHOS dbyte(idx+2) * 
asRES = dbyte(idx+3) * 














List of GPC Keywords 


These words have special meaning in GPC. Some of them represent things which look like functions, some 
look like constants, and so on. However they are language constructs. You cannot use any of the following words 


as constants, variables, combo or function names. 


1. abs -- Math Functions 

2. block -- |/O Functions 

3. block_rumble -- Rumble 

4. break -- Flow Control 

5. call -- Combos 

6. clear bit -- Bit Operations 

7. combo -- Combos 

8. combo_restart -- Combos 

9. combo_run -- Combos 
10. combo_running -- Combos 
11. combo stop -- Combos 
12. data -- Data Segment 
13. dbyte -- Data Segment 
14. dchar -- Data Segment 
15. deadzone -- I/O Functions 
16. define -- Basic Syntax 
17. dword -- Data Segment 
18. else -- Flow Control 
19. event_press -- I/O Functions 
20. event_release -- I/O Functions 
21. get_bits -- Bit Operations 
22. get_battery -- Misc Functions and Constants 
23. get_console -- Misc Functions and Constants 
24. get_controller -- Misc Functions and Constants 
25. get_ctrlbutton -- Misc Functions and Constants 
26. get_led -- LEDs 
27. get_ledx -- LEDs 
28. get_lval -- I/O Functions 
29. get_ptime -- I/O Functions 
30. get_pvar -- Persistent Variables 
31. get_rtime -- Misc Functions and Constants 
32. get_rumble -- Rumble 
33. get_slot -- Misc Functions and Constants 
34. get_val -- I/O Functions 
35. if -- Flow Control 
36.. init -- Initialization 
37. int -- Variables, Types and Arrays 
38. inv -- Math Functions 
39. isqrt -- Math Functions 
40. irand -- Math Functions 
41. load_slot -- Misc Functions and Constants 
42. main -- A Simple Tutorial 
43. output_protocol -- Misc Functions and Constants 
44. output_reconnection -- Misc Functions and Constants 
45. pow -- Math Functions 
46. ps4_authtimeout -- Misc Functions and Constants 
47. ps4_set_touchpad -- Misc Functions and Constants 
48. ps4_touchpad -- Misc Functions and Constants 
49. remap -- Remapping 


. reset _leds 

. reset_rumble 
. sensitivity 
. stickize 

. set_bit 

. set_bits 

. set_led 

. set_ledx 

. set_pvar 

. set_rumble 

. set_val 

. Swap 

» best bit 

. turn_off 

. unmap 

. vm_tctrl 

. wait 

. while 

. wiir_ offscreen 


-- LEDs 

-- Rumble 

-- |/O Functions 

-- |//O Functions 

-- Bit Operations 

-- Bit Operations 

-- LEDs 

-- LEDs 

-- Persistent Variables 

-- Rumble 

-- |/O Functions 

-- |/O Functions 

-- Bit Operations 

-- Misc Functions and Constants 
-- Remapping 

-- Misc Functions and Constants 
-- Combos 

-- Flow Control 

-- Misc Functions and Constants 


Device API 
The Titan One device has an open API for software development. The API allows programmers develop 
their own plugins and applications to interact directly with the Titan One device to receive input data from game 
controllers, and to send commands to console (PS4, XBox One, PS3 and XBox 360). The API communication is 
done through the PC PROG port. 
API Development Files: 


* Download: gcapi.h 








* Download: gcdapi.dll 





C# Wrapper Class for the Titan One Direct API (DLL) 


Nefylem, author of the consoleXstream project, is kindly providing his Wrapper Class to access the Titan One Direct 
API (DLL) using C# language. 


* Download: classTitanOne.cs 





The consoleXstream project uses the Titan One device to allow remote access to consoles in a streaming 
environment (remote gameplay). 


API Reference 
This section describes functions, data structures and operations of Titan One device API. 
Device API Functions: 


* gcapi_ IsConnected Check if the device is connected 


* gcapi_GetFWVer Get device firmware version 

* gcapi_ Read Get/Read a updated input report 
* gcapi Write Write the output states 

* gcapi_GetTimeVal Get the current time value 


* gcapi_CalcPressTime Calculates the pressing time of a entry 


Device API Data: 
* GCAPI_REPORT Data structure of the device current state 
¢ Identifiers Identifiers to index the input and output arrays 


1. Device Report Type 











The GCAPI_ REPORT structure is defined in gcapi.h. This data structure is intended to inform the plugin or the 
application about the current state of the device input and output ports, about the parameters set by the console 
(LED, rumble, battery) and, as well as, about the current values of the buttons, sticks and sensors. Check out 
gcapi_Read function for see an usage example. 





Read-only data structure 


typedef struct { 




















uint8 t console; // Connected console 
uints t controller; // Connected Controller 
uint8 t led[4]; // Four LED 
uints ~& rumble[2]; // Two rumbles 
Gines i batrery level: /i Battery leyel 
struct { 
int8 t value; // Current value 
int8 t prev_value; // Previous value 
Hints2' = prese tv; /{ Pressing time 
} input [GCAPI_INPUT_TOTAL]; // Input structure 
} GCAPI_REPORT; 














e console: Device output port state, indicating the output protocol in use and not necessarily the console model 
in which the device is plugged. 


CONSOLE_DISCONNECTED 
CONSOLE _PS4 
CONSOLE_PS3 
CONSOLE_XB1 
CONSOLE_XB360 


e controller: Device input port state. The four highest bits defines the controller connected into the device, and 
the lower bits defines the controller extension, if applicable. 


High Bits 


CONTROLLER_DISCONNECTED 
CONTROLLER_PS4 
CONTROLLER_PS3 
CONTROLLER_XB1 
CONTROLLER_XB360 
CONTROLLER_WII 


Low Bits 


e EXTENSION _NUNCHUK 
e EXTENSION_CLASSIC 


e led: Controller LED state. Each player LED of the controller can be in one of four states: off, on, blinking 
rapidly or blinking slowly. These states are consistent with what is expected for the PS3. The Titan One does not 
reproduce all the possible states for XBox 360 system. When using the Dualshock 4 controller the LED states are 
translated to colors and light intensity of the light bar. 


LED OFF 
LED ON 
LED FAST 
LED SLOW 


e rumble: Currently rumble speed, can range from 0% to 100%. 

e battery_level: Battery level, can range from 0 to 10, where 0 is empty and 10 is full. 
e value: Current input value - Range: [-100 ~ 100] %. 

e prev_value: Previous value - Range: [-100 ~ 100] %. 

e press_time: Time marker for the button press event. 


e jnput: Input structure (for controller entries). 


2. gcapi_IsConnected 
Check if the device is connected. 
Prototype: 
uint8 t _stdcall gcapi_IsConnected (  ) 
Parameters: 
None 
Return: 


1 if the device is connected, 0 if not 


Example: 





if(gcapi_IsConnected()) { 
// OK, we can get data from device 


} 


3. gcapi_GetFWVer 
Get device firmware version. 
Prototype: 
uintl6 t _stdcall gcapi_GetFWVer (  ) 
Parameters: 
None 
Return: 
The firmware version. If the device is not connected this function returns 0x0000 


Example: 
if(gcapi_GetFWVer() < 0x0108) { 


// The FW may not be compatible 
} 


4. gcapi_Read 
Reads the current state of device and of the connected controller and console. 


Prototype: 














uint8 t _stdcall gcapi_Read ( GCAPI REPORT *report ) 


Parameters: 





<GCAPI REPORT *> : pointer to GCAPI_REPORT data structure 











Return: 


1 for success and 0 for error 


Example: 





GCAPI REPORT report; 














if(!gcapi Read(&report)) { 
/{ Error 


5. gcapi_Write 
Writes the outputl{GCAPI_OUTPUT_TOTAL] states. In other words: send it to console. 
Prototype: 
uint8 t _stdcall gcapi_ Write ( int8 t *output ) 
Parameters: 
<int8 t *> : pointer to output data structure 
Return: 


1 for success and 0 for error 





Example: 
int8 t output[GCAPI OUTPUT TOTAL] = {0}; 
output[PS3 CROSS] = 100; 
output[PS3 LX] = -45; 


if(!gcapi Write(output)) { 
{7 Brror 
} 


6. gcapi_GetTimeVal 
Get the current time value. 
Prototype: 
uint32_t _stdcall gcapi_GetTimeVal ( ) 
Parameters: 
None 
Return: 
The current time value 


Example: 





GCAPI_ 





vs) 





EPORT report; 








gcapi_Read(&report) ; 


if(gcapi_GetTimeVal() - report.input[XB360 A].press_ tv > 2000) { 
// Button A is being pressed for more than 2 seconds 


} 


7. gcapi_CalcPressTime 
Calculates the pressing time of a entry. 


Prototype: 


uint32_t _stdcall gcapi_CalcPressTime ( uint32 t press tv ) 


Parameters: 
<uint32 t> : the entry time reference 


Return: 


The amount of time, in milliseconds, that an entry is out of its rest position 


Example: 


GCAPI REPORT report; 





gcapi_ Read(&report) ; 





if(gcapi_CalcPressTime(report.input[PS3 TRI 





} 


12. Identifiers 
































































































































0 ps4 PS PS3_PS XB1_XBOX 
WII_HOME 

1  PS4 SHARE PS3_ SELECT XB1_VIEW 
WII_MINUS 

2  PS4 OPTIONS PS3 START XB1_MENU 
WII_PLUS 

3 PS4 RI PS3_R1 XB1_RB 

4  PS4 R2 PS3_R2 XB1_RT 

5 PS4_R3 PS3_R3 XB1_RS 

6 ps4 L1 PS3_L1 XB1_LB 

7  Ps4 L2 PS3_L2 XB1_LT 

8 PS4_L3 PSs. 13 XB1_LS 

9  PS4 RX PS3_RX XB1_RX 
10 PS4 RY PS3_ RY XB1_RY 
11 ps4 LX PS3_LX XB1_LX 
12 PS4_ LY PS3_ LY XB1_LY 
13. PS4_UP PS3_UP XB1_UP 
14 PS4 DOWN PS3_DOWN XB1_DOWN 
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[ANGLE].press_ tv) 
// Button TRIANGLE is being pressed for more than 800 milliseconds 


B360_ XBOX 








B360 BACK 








B360_RB 
B360_ RT 


B360_START 





B360_ RS 
B360_LB 
B360 LT 
B360 LS 
B360 RX 
B360_ RY 
B360 LX 
B360_ LY 
B360 UP 
B360 DOWN 
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PS3 LEFT XB1 LEFT XB360 LEFT 




































































PS3 RIGHT XB1l RIGHT XB360 RIGHT 
PS3 TRIANGLE XBl1_Y XB360_Y 
PS3_ CIRCLE XB1 B XB360 B 
PS3_CROSS XB1 A XB360 A 
PS3_SQUARE XB1 X XB360_ X 
PS3_ACCZ 

PSS _ACCY 

PS3_ ACCA 


PS3_GYRO 


























x 














UJ 

















> 














aaa 2 





a 




































































Accessing API through Plugin Interface 


A plugin is a program extension module that is not part of the main application, but which can be 
accessed by the application to extend its functionality. The Gtuner plugin interface is a simple Windows API that 
Windows programmers will find straightforward to use. The effort involved writing a Gtuner plugin depends on 
the sophistication of the processing done by the plugin code. A programmer experienced in Microsoft Visual C++ 
programming can write an elementary plugin in a matter of minutes. 


All is needed to make a plugin is an understanding of Windows programming using Microsoft Visual C++, or an 
equivalent development tool. You can download the Microsoft Visual C++ 2010 Express Edition for free. 





Plugin Interface Functions: 


* gpp_PluginName Provides to Gtuner the name of the plugin 
* gpp_Load Called when plugin is loaded 

* gpp_Unload Called when plugin is unloaded 

* gpp_ReportUpdate Called when a new set of data is avaliable 


Creating a Gtuner Plugin: 


« Step-by-step VC++ project 
* Gtuner Plugin Template 











defin GPPAPI PLUGIN 
#tinclude "gcapi.h" 


i} Don't forget to define GPPAPI_PLUGIN before include the gppapi.h header. 





1. gpp_PluginName (mandatory) 
Provides to Gtuner application the name of the plugin, this is the string that will be showed in the application menu. 

Prototype: 

const char * _stdcall gpp_PluginName (_ ) 
Parameters: 

None 
Return: 

Returns a zero-ended string with the name of plugin 
Example: 

const char * _stdcall gpp _PluginName() { 


return("Gtuner Plugin Template"); 


} 


2. gpp_Load (mandatory) 


The Gtuner software calls the plugin API function gpp_ Load when the plugin dll is loaded. Use this function to 
set up the callback functions, allocate the memory and resources needed by your plug-in. 


Prototype: 





uint8 t _stdcall gpp_Load ( HMODULE hmodule, uintl6 _t sw_version, 
GPPAPI CALLBACKS *callbacks ) 

















Parameters: 
<HMODULE> : the hmodule of DLL 
<uintl6o t> : the software version 











<GPPAPI CALLBACKS> : pointers to callback functions 
Return: 
1 on success, or return 0 on failure 


Example: 





uint8 t _stdcall gpp Load(HMODULE hmodule, uint1l6 t sw_version, 
GPPAPI CALLBACKS *callbacks) { 
if(sw_version < 0x0205) return (0); 














gcapi_ IsConnected = callbacks->IsConnected; 
gcapi_ GetFWVer = callbacks->GetFWVer; 

gcapi_ Read = callbacks->Read; 

gcapi Write = callbacks->Write; 

gcapi_ GetTimeVal = callbacks->GetTimeVal; 
gcapi_ CalcPressTime = callbacks->CalcPressTime; 
gpp_Exit = callbacks->Exit; 

gpp_Proc = callbacks->Proc; 
































// TODO: Allocate memory and resources 


return (1); 


3. gpp_Unload 
The Gtuner software calls the plugin API function gop Unload (if defined) when is need to immediately quit 
the plugin, for example, in case the user has closed the Gtuner application. Use this function to free the memory 
and resources. 
Prototype: 
void _stdcall gpp_ Unload ( ) 
Parameters: 


None 


Return: 


None 


Example: 


void _stdcall gpp_ Unload() { 
// TODO: Free memory and resources 
return; 


4. gpp_ReportUpdate 
The Gtuner software calls the plugin API function gop _ReportUpdate (if defined) whenever it receives a new 
set of data from device. You can use this function to read the input data (from controller) and/or to set the output 
data (which will be sent to the console). 
Prototype: 
void _stdcall gpp_ReportUpdate ( ) 
Parameters: 
None 
Return: 


None 


Example: 


void _stdcall gpp ReportUpdate() { 
GCAPI REPORT report; 
int8 t output[GCAPI OUTPUT TOTAL] = {0}; 








if(gcapi_Read) { 

gcapi_ Read(&report) ; 

for(uint8 t i=0; i<GCAPI_INPUT_ TOTAL; i++) { 
output[i] = report.input[i].value; 

} 

if(gcapi Write) { 
gcapi Write (output) ; 

} 














} 


return; 


Step-by-step to create a new VC++ project 


& Start up the Visual C++ IDE 


From the File menu 
@ click New -> Project... 
In the New Project dialog 
3) select Win32 Project and enter a project name. 


In the Win32 Application Wizard 
@ click next to go to "Application Settings Tab", and select: 
¢ Application type: DLL 
¢ Additional options: Empty project 


5 | Copy the gcapi.h file into the project directory 


In the Solution Explorer 
G right click on Header Files -> Add -> Existing Item... 
* select the file gcapi.h 


In the Solution Explorer 
@ right click on Source Files -> Add -> New Item... 
* select: C++ File (.cpp) 
* enter a file name (eg. <gtuner_plugin>.cpp) 


Double click on the <gtuner_plugin>.cpp file 
© to open it in the Source Editor. Copy-paste the following code: 

















defin GPPAPI PLUGIN 
#include "gcapi.h" 











GCAPI_ IsConnected gcapi_IsConnected = NULL; 
GCAPI GetFWVer gcapi_ GetFWVer = NULL; 

GCAPI Read gcapi_ Read = NULL; 

GCAPI Write gcapi Write = NULL; 

GCAPI GetTimeVal gcapi_GetTimeVal = NULL; 

GCAPI CalcPressTime gcapi_CalcPressTime = NULL; 
GPPAPI Exit gpp Exit = NULL; 

GPPAPI Proc gpp Proc = NULL; 














const char * _stdcall gpp_PluginName() { 
return("Plugin Name"); 


} 


uint8 t _stdcall gpp Load(HMODULE hmodule, uint1l6 t sw_version, 
GPPAPI CALLBACKS *callbacks) { 
if(sw_version < 0x0131) return(0); 

















gcapi_ IsConnected = callbacks->IsConnected; 
gcapi_ GetFWVer = callbacks->GetFWVer; 

gcapi_ Read = callbacks->Read; 

gcapi Write = callbacks->Write; 

gcapi_ GetTimeVal = callbacks->GetTimeVal; 
gcapi_ CalcPressTime = callbacks->CalcPressTime; 
gpp_Exit = callbacks->Exit; 

gpp_Proc = callbacks->Proc; 





























// TODO: Allocate memory and resources 


return (1); 


} 


void _stdcall gpp Unload() { 
// TODO: Free memory and resources 
return; 


} 


void _stdcall gpp_ReportUpdate() { 
GCAPI REPORT report; 
int8 t output[GCAPI OUTPUT TOTAL] = {0}; 








if(gcapi_ Read) { 
gcapi_ Read(&report) ; 
for(uint8 t i=0; i<GCAPI_INPUT_TOTAL; i++) { 
output[i] = report.input[i].value; 
} 
if(gcapi Write) { 
gcapi Write (output) ; 














} 
} 


return; 


} 


Create a file called <project_name>.def 
© into the project directory. Copy-paste the following lines: 

















LIBRARY "<project_name>" 
EXPORTS 
gpp_PluginName Ql 
gpp_Load @2 
gpp_Unload a3 


gpp_ReportUpdate @4 


The <project_name>.def file should be given as an option to the linker 
Add <project_name>.def as a linker option, or provide "<project_name>.def" in the "Module definition file" 
field (Input category) in the project properties (Linker options). 


Gtuner Plugin Template 
You can use the Gtuner plugin template to create the basic project container and a preliminary setups for your 
plugin. Unzip and open the "Gtuner Plugin Template.sin" with Visual C++ 2010 (or newer). 


¢ Download: Gtuner Plugin Template 





Accessing API through DLL Interface 
This section describes the syntax of the exported functions in the gcdapi.dil library. The DLL API consists of 8 
functions: 6 from the Device API and 2 (gcdapi_Load and gcdapi_Unload) are exclusive of "Direct Interface", 
utilized to initiate/close the interface. 


Direct Interface Functions: 


* gcdapi_ Load Must be called after load the gcdapi.dil library 
* gcdapi_ Unload Must be called before unload the gcdapi.dil library 


Example and Template: 


* Example Code for Direct Interface 
« Direct Interface Template 


#define GCAPI DIRECT 
include "gcapi.h" 





ik Don't forget to define GCAPI_DIRECT before include the gppapi.h header. 














1. gcdapi_Load 
Must be called after load the gcdapi.dil library. 
Prototype: 
uint8 t _stdcall gcdapi_Load ( ) 
Parameters: 
None 
Return: 
1 for success and 0 for error 


Example: 


if(!gcdapi_Load()) { 
// BrEOX 
} 


2. gcdapi_Unload 
Must be called before unload the gcdapi.dill library. 
Prototype: 
void _stdcall gcdapi_Unload ( ) 


Parameters: 


None 
Return: 
None 


Example: 


gcdapi_ Unload(); 


Example Code for Direct Interface 


#include <windows.h> 





#define GCAPI_ DIRECT 
#include "gcapi.h" 











GCDAPI 
GCDAPI 
GCAP 
GCAPI 
GCAPI 
GCAPI 
GCAPI 
GCAPI 


_Load gcdapi_Load NULL 
_Unload gcdapi_ Unload 
_IsConnected gcapi_IsConn 
_GetFWVer gcapi_ GetFWVer 

_Read gcapi_ Read NULL; 

_Write gcapi_ Write NULL 
_GetTimeVal gcapi_GetTime 
_CalcPressTime gcapi Calc 


























NULL; 
ected 
NULL; 


NULL; 


Val NULL; 
PressTime 


NULL; 





int WINAP h 








WinMain (HI 





G 


[INSTANCE 











HINSTANCE hPrev] 








nstance, Instance, 





{ 
NULL; 
{O}; 
_OUTPUT_T 





lpCmdLine, int nShowCmd) 
HINSTANCE hInsGC 
GCAPI REPORT report 
int8 t output [GCAPI 














= 

















hInsGC 





OTAL] {GQ}; 


LoadLibrary (TEXT ("gcdapi.d1l1")); 


if(hInsGcC == NULL 





) 


{ 


return (1); 




































































gcdapi_ Load = (GCDAPI Load) GetProcAddress(hInsGC, "gcdapi_ Load"); 
gcdapi Unload = (GCDAPI Unload) GetProcAddress (hInsGC, 
"gcdapi Unload"); 
gcapi_ IsConnected = (GCAPI_ IsConnected) GetProcAddress (hInsGC, 
"gcapi_ IsConnected"); 
gcapi_ GetFWVer = (GCAPI_ GetFWVer) GetProcAddress (hInsGC, 
"gcapi_ GetFWVer"); 
gcapi_ Read = (GCAPI Read) GetProcAddress(hInsGC, "gcapi_ Read"); 
gcapi Write = (GCAPI Write) GetProcAddress(hInsGC, "gcapi Write"); 
gcapi GetTimeVal = (GCAPI_ GetTimeVal) GetProcAddress (hInsGC, 
"gcapi GetTimeVal") ; 
gcapi_CalcPressTime = (GCAPI CalcPressTime) GetProcAddress (hInsGC, 
"gcapi_ CalcPressTime") ; 








if(gcdapi_ Load == NULL || gcdapi_ Unload == NULL || gcapi_ IsConnected 
== NULL || gcapi_GetFWVer == NULL || gcapi_Read == NULL || gcapi Write 
NULL || gcapi_GetTimeVal == NULL || gcapi_CalcPressTime == NULL) { 
FreeLibrary (hInsGC) ; 
return (1); 














if(!gcdapi_Load()) { 
FreeLibrary (hInsGC) ; 
return (1); 











if(gcapi_IsConnected()) { 
gcapi_ Read(&report) ; 
for(uint8 t i=0; i<GCAPI_INPUT_TOTAL; i++) { 
output[i] = report.input[i].value; 

















} 
gcapi Write (output) ; 


gcdapi_ Unload(); 
FreeLibrary (hInsGC) ; 
return (0); 








Direct Interface Template 
You can use the direct API template to create the basic project container and a preliminary setups for your 


application. Unzip and open the "Direct AP! Template.sin" with Visual C++ 2010 (or newer). 


¢ Download: Direct API Template 





Legal Disclaimer 
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The unauthorized reproduction or distribution of a copyrighted work is illegal. Criminal copyright infringement is 
investigated by federal law enforcement agencies and is punishable by up to five years in prison and a fine of 
$250,000. 


Copyright © 2010 Jefferson Koppe (TX0008126604). All rights reserved. 
Copyright © 2010 Jefferson Koppe (TX0008120963). All rights reserved. 
Copyright © 2013 Jefferson Koppe (TX0008126636). All rights reserved. 
Copyright © 2013 Jefferson Koppe (TX0008130849). All rights reserved. 
Copyright © 2014 Jefferson Koppe (TX0007996178). All rights reserved. 
Copyright © 2014 Jefferson Koppe (TX0008130823). All rights reserved. 
Copyright © 2014 Jefferson Koppe (TX0008126629). All rights reserved. 


Gtuner, Gtuner PRO, MaxAim, MaxAim DI, MaxRemapper, GameREC, Combo Magick, User’s Manual, Device 
Firmwares and the PCB Layout are protected under the copyright laws and registered at United States Copyright 
Office under above listed registration numbers. 


GTUNER SOFTWARE 
END-USER LICENSE AGREEMENT 


NOTICE TO USER: 
Please, read this carefully. By using all or any portion of the Gtuner software you accept all the terms and conditions 
of this Agreement. If you do not agree, do not use this Software and/or its components. 


1. DEFINITIONS 

When used in this Agreement, the following terms shall have the respective meanings indicated, such meanings 
to be applicable to both the singular and plural forms of the terms defined: 

"Licensor" means the individual or entity that offers the Work under the terms of this License (Jefferson Koppe). 
"Licensee" means You or Your Company, unless otherwise indicated. 

"Software" means (a) all of the contents of the files, disk(s), CD-ROM(s) or other media with which this Agreement 
is provided, including but not limited to (i) related explanatory written materials or files ("Documentation"); and (ii) 
Software setup files, extra components and files samples (if any); and (b) upgrades, modified versions, updates, 


additions, and copies of the Software, if any, licensed to you by the Licensor (collectively, "Updates"). 


"Use" or "Using" means to access, install, download, copy, distribute or otherwise benefit from using the functionality 
of the Software and/or its components in accordance with the Documentation. 


"System" means Windows OS, GNU/Linux or Mac OS X, or any virtual machine. 


2. GENERAL USE 


You are granted a non-exclusive License to Use the Gtuner software for any purposes for an unlimited period of 
time. The software product under this License is provided free of charge. Even though a license fee is not paid for 
the use of such software, it does not mean that there are no conditions for using such software. 


2.1. The Software may be installed and Used by the Licensee for any legal purpose. 

2.2. The Software may be installed and Used by the Licensee on any number of systems. 

2.3. The Software can be copied and distributed under the condition that original copyright notice and disclaimer of 
warranty will stay intact and the Licensee will not charge money or fees for the Software product. 

2.4. Extra components of the Software such, but not limited to, Plugins and Gamepack may be charged by the 
Licensor. 

2.5. A fee may be charged by the Licensor to enable non-compatible devices to work with Software. 

2.6. The Licensee will not have any proprietary rights in and to the Software. The Licensee acknowledges and 
agrees that the Licensor retains all copyrights and other proprietary rights in and to the Software and its components. 
2.7. Use within the scope of this License is free of charge and no royalty or licensing fees shall be paid by the 
Licensee, except those specified in section 2.4 and 2.5 above. 


3. INTELLECTUAL PROPERTY RIGHTS 

3.1 This License does not transmit any intellectual rights on the Software. The Software and any copies that the 
Licensee is authorized by the Licensor to make are the intellectual property of and are owned by the Licensor. 

3.2 The Software is protected by copyright, including without limitation by Copyright Law and international treaty 
provisions. 

3.3 Any copies that the Licensee is permitted to make pursuant to this Agreement must contain the same copyright 
and other proprietary notices that appear on or in the Software. 

3.4 The structure, organization and code of the Software are the valuable trade secrets and confidential information 
of the Licensor. The Licensee agrees not to decompile, disassemble or otherwise attempt to discover the source 
code of the Software. 

3.5 Any attempts to reverse-engineer, copy, clone, modify or alter in any way the installer program without the 
Licensor's specific approval are strictly prohibited. The Licensee is not authorized to use any plug-in or enhancement 
that permits to save modifications to a file with software licensed and distributed by the Licensor. 

3.6 Trademarks shall be used in accordance with accepted trademark practice, including identification of trademarks 
owners' names. Trademarks can only be used to identify printed output produced by the Software and such use of 
any trademark does not give the Licensee any rights of ownership in that trademark. 


4. WARRANTY 

4.1 The Licensor warrants that: 

4.1.1 The Licensor owns the Software, extra components and documentation and/or is in possession of valid and 
existing licenses that support the terms of this Agreement; 

4.1.2 The Software conforms to specifications and functionality as specified in Documentation; 

4.1.3 To the best of the Licensor's knowledge, the Software does not infringe upon or violate any intellectual property 
right of any third party; 

4.1.4 The Software does not contain any routine, intentionally designed by the Licensor to disable a computer 
program, or computer instructions that may alter, destroy or inhibit the processing environment. 


4.2 Except those warranties specified in section 4.1 above, the Software is being delivered to the Licensee "AS IS" 
and the Licensor makes no warranty as to its use or performance. 


The Licensor does not and cannot warrant the performance or results the Licensee may obtain by using the 
Software. The entire risk arising out of use or performance of the Software remains with the Licensee. 


The Licensor gives no warranty, express or implied, that (i) the Software will be of satisfactory quality, suitable for 
any particular purpose or for any particular use under specified conditions, notwithstanding that such purpose, use, 
or conditions may be known to the Licensor; or (ii) that the Software will operate error free or without interruption 
or that any errors will be corrected. 


5. LIMITATION OF LIABILITY 


In no event will the Licensor be liable for any damages, claims or costs whatsoever or any consequential, indirect, 
incidental damages, or any lost profits or lost savings, even if the Licensor has been advised of the possibility of 
such loss, damages, claims or costs or for any claim by any third party. 


In no event will the Licensee be liable to the Licensor on condition that the Licensee complies with all terms and 
conditions stated in this License. 


6. NON-WAIVER 

If a portion of this agreement is held unenforceable, the remainder shall be valid. It means that if one section of the 
Agreement is not lawful, the rest of the Agreement is still in force. A party's failure to exercise any right under this 
Agreement will not constitute a waiver of (a) any other terms or conditions of this Agreement, or (b) a right at any 
time thereafter to require exact and strict compliance with the terms of this Agreement. 


Copyrights registered at United States Copyright Office. 


